Ub nuary 2008/$5.95 9 
| Volume 20, ^ 


-Fixit Yoursélf! 


Alo ok at t fèstoring a and frepairing 
9 s, your arcade games 


a DIY Defender Prototype 


x ^^ Build your own reproduction } 


Repair Connection 
Return of a classic pun 


Gelebrating*20skun- meia 
www.gameroommagazine.com 


n 
B 
d 


Your Music. Your Style. 


The Rock-Ola Nostalgic Music Center 


The Nostalgic Music Centers 
each feature a large full-color 
AutoMagic Touchscreen™: 
Easy Touch-screen access to 
your songs, with cover art, song 


Classic Styling meets modern 
technology in the Rock-Ola 
Nostalgic Music Center, a 
full-size commercial-quality 
jukebox for the home. 


The QB-PV Nostalgic Music 
Center is the next generation 

in luxury music systems for 

the home. The QB-PV is a full- 
service music management 
system that allows you to load, 
organize, and play your CD 
music collection with a touch of 
your finger. 


The Nostalgic Music Center can 
hold up to 2,800 CDs—or about 
40,000 songs—on the 160GB 
hard drive. The QB-PV is easier 
to use than a traditional CD 
jukebox, as there are no title 
pages to type and load. Simply 
load your CDs, and the album 
art and title data appear on the 
touchscreen automatically. Just 
touch a song title, drag it to the 
playlist, and the music starts 
instantly. 


The Nostalgic Music Center 
is the perfect addition to any 
home. 


Order Now for 
Immediate Delivery! 


PinballSales.com 


Call or Email “Jukebox Jack” for More Information 


Jack@PinballSales.com 


information, and more! Toll Free (866) 323-5225 or (800) 473-5225 
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1962 Gottlieb Tropic Isle | oM a E. iu Osa 
A watt. 
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1980 Stern Nine Ball 
1954 Gottlieb Daisy May 
1967 Williams Apollo 


1978; ottlieb Surf Champ 
971 Bally Skyrocket 
6 Williams High Speed 
950 Gottlieb Joker 
164 Bally Hay Ride 


1963 Williams Tom Tom 


1965 Chicago Coin Hula Hula 


Order Now — These Alway$ Go Fast! 


Order Online Today! 
Or Call (440) 372-0728 


OFFICIAL LICENSEE 
of the 
GOTTLIEB® and 
D. GOTTLIEB & C0.9 
Trademarks 


by authority of 
Gottlieb Development LLC 
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Funhouse & Eight Ball Deluxe 


Pinball and EM Arcade Game http://pinballpal.com/graphicdimensions/ 
Restoration Products 


Guat in: Wany more plastics sets and backglasses! 


The Shay Arcade Group, Inc. 
Pinball Pal is the exclusive source for Shay Arcade Group reproduction backglasses 


and playfield plastics. For a complete list of available items, call, write, email or 
log on to http://pinballpal.com/shay. 


Backglasses currently available from the Shay Arcade Group 
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Barnacle Bill Sittin’ Pretty Mystic Marvel Spider-Man 
Jack 'n Jill Dragonette Cross Town Pinch Hitter 
Official Baseball Stage Coach United Star Slugger Universe 
6 Plr Ten Strike Grand Slam Lightning Ball Royal Flush 
Heavy Hitter Rocket Ship Supreme Bolascore World Series 
Dale Gun Central Park Sky Jump Twin Bill 
nes Scientific Batting Minstrel Man Roto Pool Gusher 
me anos goa FT Practice Kings & Queens King of Swat Upper Deck 
34 Rose Bowl Classy Bowler 4 Bagger Silver 
Hawaiian Beauty Subway Gypsy Queen ...and more 
World Series Tropic Isle Square Head 
Line Drive Jockey Club Sittin Pretty 
Shoot the Bear ...and more 
Pleasure Isle Hayburners Check website for 
Globe Trotters ‘57 Deluxe Baseball latest info! 


Most backglasses: $275 each Playfield plastics: $40 to $135 


Now made from a new material that's euen easier to «sel 


Stealth Series Pinball Machine Protectors 


Stencils for Restoring The originator of computer-cut E Protect your pinball machine from wear and tear with this unique line of products. 
Pinball Machine Cabinets pinball machine stencils raises 
5 the bar again: 4 Stealth flipper button cabinet protectors Stealth cabinet leg protectors 
Computer-cut stencil sets for: * Now easier to apply * Instant-install with pre-cut flipper button hole * Nearly invisible when installed 


** WMS Ten Strike bowler ** Gottlieb Black Hole | No transfer tape required 73 * Custom-install for an even more seamless look * Pre-cut high density foam 

* Bally Paragon * Bally Star Trek *t Easier to remove ** Choose clear to protect original artwork * Fits any pinball machine 

* Williams Black Knight t Bally Playboy t Reusable % Choose black to cover existing wear 

* Bally Capt. Fantastic +t Bally Kiss ** Repoisitionable = Stealth playfield wear area protectors 

* Bally Fathom * Williams Gorgar ** Over four times thicker Stealth start button cabinet protectors * Thin, super-transparent pre-cut patches 

** Bally Eight Ball Deluxe +t Bally Wizard X Resists stretching ` * Protects the area around the start button * Removable vinyl, not permanent like Mylar 
* Bally Eight Ball t Bally Centaur ** Super-accurate patterns ~ * Crystal clear, removable vinyl * 29 pre-cut shapes and full sheets available 


$139.95 per set 


See website for pricing, quantity discounts and combo packages 


Replacement 8-Track Tapes for EM Arcade Game Audio Replacement Score Windows for Gottlieb® 
System 1 & System 80 pinball machines 


Digitally restored and recorded on premium NOS 8-track cartridges Rene out MAE ESCAS SCORE ETE Color ds 


* Wild Kingdom (gun) * Dune Buggy (car) with these new self-adhesive replacements 
* Haunted House (gun) +t Gangbusters (gun) * Available in Green or Blue 
* Shoot Out (gun) * Twin Pirate (gun) 9 piece set has enough filters for any game 
* Chopper (helicopter) t Dozer (bulldozer) " 
 Junkyard (crane) t Sea Rescue Now just $9.95 per set 
* Triple Hunt * Bally Space Flight 
* Coney Island Rifle Allied F-114 y 
* Sega Helicopter * Sega Moto Champ Visit http://pinballpal.com For More Info 
* Sega Grand National ...more on the way About These Exclusive Products 
L 4 * Backbox fluorescent lamp warming filter 
Replacement drive belts now available Cyclone mini playfield flags (set of 17) VA an 
8-Track tapes are $25 each * Blue insert color correction filters for repro nudi coU 


Centaur and Fathom playfields 


Ordering Information pri GSound Enhanced Sound Card Qon 
ned for Gottlieb? System 1 & System 80 Pinball Machines ‘Soot 

We accept personal checks, U.S. Money Orders, major € : 3 
credit cards and on-line payments through PayPal. All condea repacement sound board or many Gottes system Tandi "t One board for all System 1 

rices are in U.S. dollars. If paying by check, your order stern So pinay machinas: Sound replaces tne Org Ina Um e ep con and System 80 games 
P > 2 hard-to-repair sound board with a new design that adds a number of new SC NGC TICUFSCOR TU ROER 
may behetdiuntiisoun payment has c(eared our bank: features. All sounds are stored on removable and re-writable Flash Memory aep D ee 
Our on-line store will automatically calculate shipping : * Exact emulation of factory 


cards. Original factory-style sounds can be stored on the card as well as custom sound effects (if desired) 
sounds installed by the user. Games that originally came with primitive beeps *x Unlimited user-defined sounds 
and bloops can be upgraded to play any sound at all - speech, music, and more. |. All sounds stored on 


charges based on the destination address and the 
shipping method that you choose. 


f^ 128 Bit SSL For complete ordering information, and details of our GSound is the first in a series of replacement sound systems for pinball machines | Compact Flash cards 
Security 30-day money-back guarantee, log onto: and other arcade games. For the latest information about GSound, log onto: * Change sounds in seconds 
http://pinballpal.com/ and click on "Order Info". http://pinballpal.com/gsound/. * No ROM programming needed 
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GameRoom Magazine: 
Celebrating Our Twentieth 
Fantastic Year of Having Fun! 


dum stick around long enough, and you're bound to make history, even if it's just for 
sticking around for so long! This year marks GameRoom’s 20th consecutive year in pub- 
ication, and I sincerely hope that we've made a mark. From creator Dave Cooper's first issue 
in 1989, through Tim Ferrante’s brave leadership in carrying on the publication after Dave's 
passing in 1996, and now into the “Steele Publishing" era, GameRoom has been reliably 
published on schedule, month after month (the sole exception: a 


special “double-issue” was 
published for October and November of 1996, when Dave Cooper's widow sold the maga- 
zine to Tim and Jacqueline Ferrante after his passing.) 

The magazine has grown and changed over time, adding more pages, more columns, and 
now full color. Even so, I hope the magazine has stayed true to its roots: that of celebrating 
the home game room and the hobbies that surround it, everything from coin-op collecting to 
building the perfect diner-themed soda bar. What people have put into their game room has 
evolved over time, but one thing remains the same: it's all about having fun. 

This month’s issue of GameRoom focuses on repair and restoration projects: we've got 


Rodney Henderson article on setting up the perfect slot repair bench, and Jeffery Lawton's 
repair of two classic EM "slot" machines (sort of a prede: 


or to today's video slots). I'm 
also pleased to announce the return of a classic GameRoom column, Tom Callahan's Repair 


Connection. Tom has got a lot of great pinball repair advice to share, and this month's column 


focuses on what you need to get started (which is always a great place to begin!) 
We've got all the other favorites in this issue, columns both old and new, so let's kick off 
2008 with a great start to GameRoom’s 20th year! 


The Game is Never Over, 


Ws EN] playērin whife? r 


Turn to page 6 to find out! e 


Kevin Steele, Editor 


First off a big “thank you!” to everyone who stepped up and sent me their confession! It’s 
a great start, but (you guessed it) | need more confessions and game rooms! The offer 
still stands: if you want an “easy in” to getting your picture published in the magazine, 
this is the time—send me your photo and story to info@gameroommagazine.com. Send 
it in—you'll get a cool t-shirt, and my undying gratitude. Thanks! 
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Advertise With GameRoom! 


Ad Deadlines are 12 Noon Eastern 
brug rch 2008 issue) 
March for the April 2008 issue) 


Low Advertising Rates 
Now in Full Color! 
x 10"H or 8.5" x 11" $289 
7.5"W x 5"H $145 
):3.67"W x 10"H $145 


H- 1x: $36 


f up to 2596 apply 


onths. Call or 


Power Ads (word-only ads) 
See GameRoom Marketplace, Page 62 


Coin-Op Show and Auction Calendar 


(*) - Look For That Show's Ad Inside This Issue 
Dates and Locations Subject to Late Change. Contact Promoter To Confirm 


January 2008 

* 12th SUPER AUCTIONS Dallas, TX Rob Storment (714) 535-7000 

* 12th SUPER AUCTIONS Atlanta, GA Rob Storment (714) 535-7000 

* 19th SUPER AUCTIONS Milwaukee, WI Rob Storment (714) 535-7000 

19th US AMUSEMENTS Indianapolis, IN Bill Hughes (502) 551-0405 

* 26th SUPER AUCTIONS Tulsa, OK Rob Storment (714) 535-7000 

* 26th SUPER AUCTIONS Huntington Beach, CA Rob Storment (714) 535-7000 
* 26th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 


February 2008 

* 2nd SUPER AUCTIONS Knoxville, TN Rob Storment (714) 535-7000 

* 9th AUCTION GAME SALES Kingsport, TN Rick Parsons (800) 551-0660 

* 9th SUPER AUCTIONS Orlando, FL Rob Storment (714) 535-7000 

* 23th SUPER AUCTIONS Yucaipa, CA Rob Storment (714) 535-7000 

* 29th-March 1st OHIO PINBALL AND GAME ROOM FESTIVAL Akron, OH http://hometown.aol.com/mjpinballs/ 


March 2008 

* 1st SUPER AUCTIONS Orlando, FL Rob Storment (714) 535-7000 

* Ist SUPER AUCTIONS Akron, OH Rob Storment (714) 535-7000 

* 8th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 

* 15th SUPER AUCTIONS Dallas, TX Rob Storment (714) 535-7000 

* 26th SUPER AUCTIONS Major Family Entertainment Center (see site: superactions.com after March 1st) 
* 29th-30th MIDWEST GAMING CLASSIC Milwaukee, WI www.midwestgamingclassic.com 


April 2008 

* 5th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 
* Sth SUPER AUCTIONS St. Louis, MO Rob Storment (714) 535-7000 

* 12th SUPER AUCTIONS Detroit, MI Rob Storment (714) 535-7000 

* 26th SUPER AUCTIONS Milwaukee, WI Rob Storment (714) 535-7000 


May 2008 

* 10th SUPER AUCTIONS Private Auction (see site: superactions.com after May 1st) 

* 17th SUPER AUCTIONS Ponoma, CA Rob Storment (714) 535-7000 

* 24th SUPER AUCTIONS Dallas, TX Rob Storment (714) 535-7000 

* 31st SUPER AUCTIONS Major Family Entertainment Center (see site: superactions.com after May 1st) 


June 2008 

* 7th SUPER AUCTIONS Orlando, FL Rob Storment (714) 535-7000 

* 14th SUPER AUCTIONS Knoxville, TN Rob Storment (714) 535-7000 
* 21st SUPER AUCTIONS San Jose, CA Rob Storment (714) 535-7000 
* 28th SUPER AUCTIONS Charlotte, NC Rob Storment (714) 535-7000 


Stay Tuned: More 2008 Events Coming Soon! 


GameRoom (USPS 004-828) (ISSN 1049-3948) Vol. 20, No. 1 January 2008. Published monthly by Steele Publishing LLC, 12943 Kingston Way, North Royalton, OH 44133-5968. Rates: $36-1 year (US), $54-1st Class 

1 year (US), $66-2 years, $57-1 year (Canada), $105-1 year (World). Periodicals Postage Paid at Cleveland, OH and additional mailing offices. POSTMASTER: Send address changes to: GameRoom Magazine, 12943 
Kingston Way, North Royalton, OH 44133-5968. © 2008 Steele Publishing, LLC. Reprint or reproduction of any material in part or in whole without the publishers’ written permission is strictly forbidden. Editorial views 
expressed by contributing writers are not necessarily endorsed by GameRoom. All rights to letters sent to GameRoom will be treated as unconditionally assigned to GameRoom for publication unless they are labeled 
otherwise. GameRoom assumes no responsibility for the authority of advertisers to sell transferred property or the accuracy of their advertisements. 


Alltek Systems’ Ultimates 


Replacement Boards that go beyond the originals! 


-Ultimate Solenoid Driver Board 


Modern switching power supplies: High efficiency, less heat, no more big heat 
sinks, keeps the backbox cooler. Upgrade your game with modern technology! 
Short circuit protection on the high and low voltage power supplies: Forget 


= about blowing and replacing every part in the old high voltage power supply 


because of one bad display! 

+5vdc @ Samp low voltage power supply: extra power for popular LED style 
displays — there is even an extra connector for auxiliary +Svdc power! 

LED status indicators on all voltages: 

Using the latest MOSFET devices for solenoid drivers. 

Lower on resistance MOSFET drivers means more responsive coils — better, 
faster pinball action! 
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Over voltage protection circuit. 

Auto-resettable fuse protection. 

On-board Self-Test button. 

All late model Bally and Stern? pinball machine proms preprogrammed in a Single Chip. That's over 
90 games on one chip, the most games of any replacement board on the market. Just select the game 
you want using a dipswitch: 

Only replacement board to work with -17, 33, 100, 133, and 200 series games. 

Only replacement board that includes Free Play software for all Bally machines. 

No need for batteries: 100-year Non-volatile Data Retention. 

All ICs are in machined sockets. 

The best after-sales support and warranty in the business with over 40 years of experience. 


All Solenoid MOSFET drivers have dual function LED indictors that indicate D 
proper operation as well as indicating a fault condition such as a shorted coil. . 
Makes game repairs fast and easy — this is a must have diagnostics board! 

Fused flippers for added flipper circuit protection — no more blown board 

traces from a miswired coil. 

MPU fault protection circuit. Protects solenoid drivers and coils from shorts 

caused by a faulted MPU locking on a solenoid. 

Heartbeat status LED. 

No obsolete components used. 


The Ultimate Solenoid Driver Board 
$149.95 (special introductory pricing) 
The Ultimate MPU Board 

$199.95 


Both can be purchased direct from Alltek Systems 
www.allteksystems.com 


Or send payment to 

Alltek Systems, 1300 Woody Ridge Ct, Chesapeake, VA 23322 
(Please add $9.95 for shipping. International orders must pay 
applicable postage via air) 


Also available from our Ultimate MPU Board distributors: 
The Pinball Resource (845) 473-7114 
Marco Specialties (803) 957-5500 


Included Bally? Games 


An improved diagnostic program that enhances troubleshooting with our ULTIMATE TEST CARD. 
Over a dozen other enhancements easily make the Ultimate MPU Board the favorite industry choice. 


Included Stern® 


Baby Pac-Man* Medusa Sames 
Black Jack Mr. & Ms. Pac-Man Bio Game 
Black Pyramid Mystic E MM 
BMX Night Rider Cheetah 
Centaur Nitro GroundShaker 
Cosmic Princess 
Centaur II Paragon 
Dracula 
Cybernaut Playboy. 
Dragonfist 
Dolly Parton Power Play Flight 2000 
Eight Ball Rapid Fire S 
Eight Ball Deluxe Rolling Stones = x 
Eight Ball Deluxe Ltd Silverball Mania m m = 
Elektra Six Million Dollar Man ans 
Iron Maiden 
Embryon Skateball 
s Lazer Lord 
Evel Knievel Space Invaders ianianamc 
Fathom Speakeasy 2&4 Player li minime 2 
Fathom (New) Spectrum aS it ) 
Fireball Il Spy Hunter Mee — 
Fireball Classic Star Trek S X- x: * 
Flash Gordon Strikes and Spares = 
Nine Ball 
Freedom Super Sonic 
Nugent 
Frontier Vector Orbitor 1 
Future Spa Vector (New) 
Pinball 
Gold Ball Viking ‘Ouicksilver 
Grand Slam Voltan Seawitch 
Granny & the Gators* X's and O's 5 lit Second 
Harlem GlobeTrotters Xenon P 
Hotdoggin' Star Gazer 
Kiss Non-Stern/Bally Stars 
Games Stingray 
Kings of Steel 
Sexy Girl Trident 
Lost World ` a 
Mata Hari Big Ball Bowling Viper 
Black Sheep Squadron Wild Fyre 


* not compatible with the Ultimate Soleniod Driver Board 


Kevin, 
It is with much sadness that I need to let 
you know that pinball historian Russ Jensen 
passed away on November 10th. He was 71. 

I am shocked. Over the years I have 
considered Russ to be a good friend. The 
visits to his home in Camarillo, CA were so 
memorable... we would talk for hours and 
lose track of time. There were many enjoy- 
able dinners at Pinball Expo and we would 
always enjoy Russ’s tales of winning bingo 
games to pay for the Expo trips. In addition 
to Russ being the foremost modern pinball 
historian, he was also a wizard at solving 
electromechanical riddles. I cannot count 
the number of times Russ helped diagnose 
the most perplexing problems. Russ was a 
truly nice person, it was a honor to call him 
a friend. The hobby has lost a legend. This is 
very sad. 

-Wayne Namerow 


Wayne, | appreciate the letter. It has been 
a shock and a loss for the entire pinball 
community. Jesse Kujawa has posted a 
memorial page at: www.firstgiving.com/ 
pinballmemory, and is in g people to 
make donations to the American Cancer 
Society, which can be done through the 
page. 


Kevin, 

Hello, this is Rick Schieve writing. I don't 
expect you to remember me. We exchanged 
some email about D9200 monitors some 
time back and I was onc of the people that 
introduced myself to you at the recent 
Pinball Expo. Once upon a time I was 
ous contributor to rec games.video.arcade. 


seri- 


collecting and I am actually the person that 
started the very beginnings of what became 
the Video Arcade Preservation Society 
VAPS though I dropped out of that long ago 
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too. I’ve owned arcade games since about 
1984 first collecting as a hobby, then servic- 


ing as a 


side line and now doing service work 
and MAME cabinet construction full time 
since 2001. I’ve hosted parties in my base- 
ment game room for many years including 
some significant parties the evening before 
the Pinball Expo started but that got crazy 
and I stopped doing that around 2002. 

Your last page article in December’s Game- 
Room about Eugene Jarvis is what prompted 
me to write this to you. Being in the Chicago 
area and chance meetings with people on 
the inside of gaming has allowed me to meet 
and entertain and work for quite a few of 


the game designers. Both Eugene Jarvis and 
Larry Demar have been to my place attend- 
ing parties and they both have purchased my 
MAME systems. They are great guys! 

The thing that stands out about Eugene is 
that he is still really into playing. I know for 
myself and many people that deal with games 


Questions? 


Comments? Rants? 
Raves? 


GameRoom Magazine 
12943 Kingston Way 
North Royalton, Ohio 44133 


info@gameroommagazine.com 


on a daily basis that this in not often true. 


Get Eugene in the same room with either a 
Defender or a Robotron and he’s on it taking 
on all challengers! 

The picture below shows Eugene playing 
on the 4 player Cruis'n World line up I had at 
the time. Eugene was the design team leader 
for che Cruis’n project and his company Raw 
Thrills has been keeping that thread going. 


"The picture was taken back in September of 
2000. Immediately to Eugene' left is my son 
Nathan who was 14 at the time. Nathan grew 
up with Cruis'n and he and Eugene were 
trading first place back and forth for some 
time. Every loss by Eugene resulted in fits of 
friendly pounding on the dash of the game. 
He was just so into it. 

Anyway, I thought you'd find this interest- 
ing. One more piece to add to the legend of 
Eugene Jarvis. 

Rick Schieve 
www.ricksgamerepair.com 


MAMErcom Design 


G aS You Build The Game Room of Your Dreams 


ULTIMATE ARCADE 
b, CONTHOLLEH SYS TEMS 


a 


» Ultimate l & 
» Cocktail 

» Showcase 
» Bartop 


Control Panels 
» Design your own custom contra [ 
panel design using our exclusive 


software pt | 7 
» Choose from one our many fully 


assembled control panel designs 


eboxes 


» Wall mount jukebox! i ' HM | 
your own PC-bà 1 bh. du 5 
jukebox softwar@sig@Bvailable. Eu "FU \ IIT 

NA 


| 
MAMEroo 1 Designs is dedicated to helping you build your 
pe ect gaming device. Choose a cabinet style, design your 
'ustom control panel layout, and MAMEtoom will 


A ne As the arcade cabinet you've e a of! 
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| Pinball Parts Online Store - Thousands of Parts In Stock 
www.bayareaamusements.com 


We are a distributor for Hundreds of Rubber í NEW & REPLACEMENT 
Ring Kits tailored for Vat GAME BOARDS 


P n VL E y Each Game 


Replacement LED Displays Ramp & Plastic Protec- 
tors & Cleaners 
e Lifetime Warranty 


e For Williams, Bally, Data East, Stern 
e Total redesign—not copies Game specific Motors ay 
e Mfg in Europe 


Coils, Plungers, Us 
Parts, Armatures 


Plastic Posts, Wafers, Ramps 
Lamp Domes, Buttons 
Game hardware—coil 
Stops, mechanisms, etc 


TT Pinball Cabinet Stencil Sets !!!!! y ey 
bami Dozens of titles in stock - Adding new titles monthly Z| ENS 
t $949. Repaint your cabinets—make your game look like new! —— 


aim fjale fe sje 
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GameRoom 


News 


Compiled by 
Mitch Gerson 


HAPPY NEW YEAR! 


Only 365 days left in 2008 to go to buy more 
stuff for my game room. 


Every time | think | finally have everything | 
could possibly want, there's always some- 
thing new right around the corner. What is 
it about this hobby that becomes such an 
obsession? 


Between games, consoles, jukeboxes, cus- 
tom carved signs and more | have yet to find 
that magic moment where | have enough 
stuff related to arcade gaming. 


While | self-diagnose my issues, | invite you 
to enjoy all of the latest stuff in this month's 
news. 


Here's to a great new year! 


INSERT COIN TO CONTINUE, Mitch 


Retroblast.com 
is back, baby! 


Retr 


For those of you who have been enjoying 
GameRoom for last year or so you prob- 
ably know about Kevin Steele's other “child,” 
RetroBlast.com! RetroBlast! started as Kevin's 
first push into publishing before he acquired 
GameRoom and | had a blast (sorry for the 
pun) contributing to the site for almost a 
year. Unfortunately a few months ago Kevin 
decided to give up RetroBlast! and focus his 
efforts on GameRoom, which made many 
RetroBlast! fans unhappy. 


We'll I'm happy to tell you that RetroBlast! is 
back and run by a whole new group of great 
guys, all volunteering their time and efforts 

with Kevin's blessing. 


Kevin is not directly involved in the site 
anymore, but this new group is determined 
to give it the same flavor as Kevin's original 
beloved site. 


Check it out at: www.retroblast.com 


For those of you "in the know,’ you already 
understand the concepts behind building 

a Mame" arcade cabinet using a PC to run 
emulated arcade games. Some of us (includ- 
ing myself) have built full arcade machines 
around this concept, but once again there's 
always that special one that gets your atten- 
tion. 


Well here's one of the latest home built cabs 
that caught my eye over at Arcadecontrols. 
com by "SodaPopinksi" What made this cabi- 
net so special is the total commitment to a 
theme with incredible 3D artwork using clay 
and special neon lighting. 


Some of the unique features include: 


* RetroUSB NES/SNES and Adaptoid adapt- 
ers attached to the control panel front 
plus USB ports on front and back 


* DVl-out on the back plus Optical-out for 
external screen/home theater 


* 3cold cathodes, one 15" white for the 
marquee, 2 non-uv "purple" Ultra cathodes 
above the Mother Brain 


* 2 Mutant Mods bubble lights hooked up 
to the purple cathodes (all can be set to 
sound activation) 


This is such a great little cabinet you really 
should visit ArcadeControls.com to see how 
he built it including a great video showing it 
off in all its glory. 


Check it all out right here: 


http://forum.arcadecontrols.com/index. 
php?topic=72801.0 


Pac-Man Meets Zork 


This isn't exactly GameRoom material, but | 
decided to make an exception: If you're a PC 
gamer you're sure to remember Zork, one 

of the first text based games ever created 

for a PC. The game play was super simple 
with commands such as “look north’, “grab 
basket” etc. You typed in your command and 
the PC responded with appropriate feedback 
on what happened to your character. 


Well, someone has created a text based Pac- 
Man game. Not really fun, but it is a silly way 
to waste a few minutes and get a laugh out 
of it in the process. If you're intrigued, check 
out the madness here: http://pac-txt.com/ 


Get Your Game Face On 


| came across this neat article in Wired 
Magazine that | thought you would enjoy. 
It's a series of photos taken of people playing 
a videogame on the Xbox. The results are 
fascinating and l'm sure you have made a 
face or two like these during your game play 
over the years (pinheads included). 


| know that my wife always makes fun of me 
when I'm playing my Xbox 360 or some retro 
game. She tells me the look of concentration 
on my face is hysterical. As per the article- 


"During a videogame/ photographer Phil- 

lip Toledano says, "people disappear down a 
rabbit hole. They drop their public face, and all 
you see is this really raw emotion." To capture 
that energy, Toledano set up an Xbox in his 
girlfriend's apartment and rigged up a strobe 
light. He asked friends (and friends of friends) 
to come in and play Dead or Alive, a popular 
fighting game. Then he started to shoot." 


Check out all of the neat photos here: 
http://blog.wired.com/wiredphotos61/ 
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Make your own Atari 
Cartridge Label! 


game program™ 


Use with Joystick Controllers 


Program & fludiovisucl © 2007 Gamefioom Magazine. 


Keep it retro over at this fun new website 
that is silly and fun all wrapped up in one. 
There's not much to say about this, so here's 
a brief explanation from the site itself: 


"This Atari 2600 Label Maker produces authen- 
tic looking Atari 2600 "Picture Labels" using 
your own image and title. The "Picture Label" 
is the most common Atari 2600 label and 
features a large image on a black background. 
An Atari logo along with the games CX model 
number is placed on the image." 


I think these would make awesome birthday 
cards or (if you're really adventurous!) wed- 
ding invitations. 


Print out your masterpiece here: 
http://www.labelmaker2600.com/ 


Time Out! 


"Nostrebor" over at Arcadecontrols.com 
pointed out these beautiful and amazing 
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clocks by Crow River using classic Pin Head- 
ers. Basically they can take a beat up old Pin 
and give the header new life as a high tech 
sophisticated clock using a special micropro- 
cessor from Motorola. 


As per the website: 

"Now you can take your favorite pinball back 
glass and make it into a functioning digital 
clock, using original pinball score reels! The 
Motorola microprocessor automatically keeps 
track of the time of day and adjusts the score 
reels every minute to keep the display up to 
date. It also includes a wireless remote control 
to turn off the display at night or whenever 
you choose. It will automatically reset the reels 
to the correct time when reactivated from the 
sleep mode. Your clock cabinet can be an origi- 
nal pinball head, a copy of the classic wedge 
head design or a picture frame style oak box. 
Include authentic pinball chimes or 60s style 
bells if you like." 


They'll also customize your clock for you at a 
lower price point if you provide the header. 
The cost ranges from $495 to about $895 
and each is custom made just for you. 


To find out more, or order one, check out 
their site: 


http://www.crowriver.com/clock/index.htm 


Space Invaders Telescope 


Talk about brand extension. Well OK, to be 
fair this isn't a commercial product, but "Ja- 
sonbar" over at Arcadecontrols.com created 
this wonderful homage to Space Invaders. 
Apparently, there was a contest to decorate 
a telescope for a local astronomers group 
and this is what he came up with. 


| think that he did a fantastic job in keeping 
the Space Invaders theme soundly intact 
and the little arcade style cabinet is the icing 
on this project. 


| guess he'll be scanning the heavens look- 
ing out for potential alien invasions now that 
he's got the right equipment. 


Check it out here: 


http://forum.arcadecontrols.com/index. 
php?topic=73343.0 


Worst Gaming Ideas Ever! 


Face scanning? Friend codes? The Game- 
Cube Microphone? Are these really the worst 
ideas? Or are they bold forays into new inter- 
active gaming peripherals. Well according to 
Next Generation on line these and others are 
pretty bad ideas and faulty in their ultimate 
executions. 


I think that you may strongly agree or 
disagree with some of these such as face 
scanning. l've tried that out for the Xbox 360 
in the game Rainbow Six and | have to say 
the creepy dull dead eyed doppelganger of 
myself that was created was really downright 
scary. Some may say it looked exactly like me 
(thanks); but there's no doubt that | simply 
found it too freaky to really use that result- 
ing character. 


If you want to check out the article, set your 
browser sights on this address: 


http://tinyurl.com/ywc67v 


The Ultimate Home Game 
Room? 


I've written about Peter Hirschberg's game 
room in the past here in the pages of Game- 
Room magazine, but his latest project simply 
has to be the most spectacular commitment 
to our hobby I've ever seen. 


JANUARY 


12 Dallas, TX area 
Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 


12 Atlanta, GA area 


Historic Rushton Mill, 1240 Lyndon Ave., Griffin, GA 


19 Milwaukee, WI area 
WI State Fair Park, Prod. Pavilion Bldg., 8100 Greenfield Ave., West Allis, WI 


Tulsa, OK SPECIAL AUCTION! 


26 Huntington Beach, CA «srr UTON 
5355 Production Drive, Huntington Beach 
175+ Units: Pinballs (25), Jukeboxes (6), Drivers, C/Tops, Tables; 100s of 
PCBs, Kits, Parts, Dollies, Forklifts; see our website for brochure and more info. 


FEBRUARY 
2 Knoxville, TN 


Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 
55 Entry * $5 Buyback « 5% Commission * Always $100 maximum any item! 
AMOA & TN AMUSEMENT ASSOC. SELL FREE AT THIS AUCTION! 


Orlando, FL SPECIAL AUCTION! 


23 Yucaipa, CA 


Indoor Batting Cages & Mini Golf Family Entertainment Center 
See website February 1 for details 


MARCH 


1 Orlando, FL 
Central Florida Fairgrounds Exhibit Hall, 4603 W. Colonial Dr. 


1 Akron, OH area 
Emidio Expo Center, 48 E. Bath Rd., Cuyahoga Falls, OH 
In conjunction with the 4th Annual Ohio Pinball & 
Gameroom Festival — See Website or Call for More Info! 


15 Dallas, TX Area 


Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 
Major Family Entertainment Ctr ^ SPECIAL 
AUCTION! 


SELL YOUR GAMES AT AUCTION! 


Bring your coin/op game room equipment to 
the Auction site the day before the Auction. 


Check your equipment in and receive 
inventory numbers. 


Once the Auction concludes, all funds collected 
and commission paid — you're paid immediately! 


CONSIGNMENTS WANTED! 


TO CONSIGN GAMES FOR SALE: Bring to Auction Site Friday preceding Sale 
from 102m to 9pm. Saturday auctions begin at 10am local time with inspection 
from 8am to 102m. Payment in full day of sale. 13% Premium to Hammer 
Price. TERMS: Cash, MasterCard, Visa, American Express, and Discover 
only. Industry related Seller's Permits required for non-taxable purchases. 
All equipment must be removed Day of Sale. NO EXCEPTI 
CONDUCTED BY Robert Storment, CAI, Larry Gillas M 
Brien, Johnny King; CA#14663700753, 158736699; TX: Y iL 80001109, 
1545; GA NR 002562; IN-AUI9600170; WISOSZ 1964; IL 041000669 


AMOA MEMBERS. € 


To get this and additional AMOA Benefits 
Call (800) 937-2662 and SIGN UP TODAY! 


Sell 15 games or more, only 


uA / 
COMMISSION 
lowest consignment rate 
in the USA for volume 
consignors! Call for details 


SAVE up to 39% 


on Selling Commissions 


ALL CONFONOES 
aE 


IP 
IGHT OF AUCTION. 


St. Louis, MO area 


12 Detroit, MI 
Michigan State Fairgrounds, 1120 W. State Fair Dr., Community Arts Blag. 


26 Milwaukee, WI area 
WI State Fair Park, Prod. Pavilion Bldg., 8100 Greenfield Ave., West Allis, WI 


MAY rings basa 


Private Auction 


SPECIAL 
AUCTION! 


17 Pomona, CA 
L.A. Fairplex, 1101 W. McKinley Ave., Bldg. 5, Pomona, CA 


24 Dallas, TX Area 
Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 


Major Family Entertainment Ctr 


SPECIAL 
AUCTION! 


UNE 


7 Orlando, FL 
Central Florida Fairgrounds Exhibit Hall, 4603 W. Colonial Dr. 
14 Knoxville, TN 
Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 


55 Entry ¢ $5 Buyback * 5% Commission * Always $100 maximum any item! 

AMOA & TN AMUSEMENT ASSOC. SELL FREE AT THIS AUCTION! 
21 San Jose, CA 

Santa Clara Fairgrounds, Gateway Hall, 344 Tully Rd. 

Charlotte, NC 

Metrolina Expo Trade Center, 7100 Statesville Rd., Bldg #3, Charlotte, NC 


55 Entry ¢ $5 Buyback * 5% Commission * Always $100 maximum any item! 
AMOA & NC AMUSEMENT ASSOC, SELL FREE AT THIS AUCTION! 


I'm so amazed at the scope of this project 
I think that once it's done, it will be the 
biggest and most spectacular home game 
room, perhaps ever. 


OK here's the scoop— Peter is literally put- 
ting up a 2 story building on his property 
just to hold his hundreds of video games. 
The building has been smartly designed to 
look like a 3 car garage in case he decides to 
move someday and the new owner doesn't 
want a full blow arcade in their backyard as 
it can be converted into a garage. 


You really have to check out his blog via the 
link below. The lighting, the power outlets, 
the paint, the exterior... nothing has been 
missed on this project. | only wish that 

he lived closer. | can’t wait to see the final 
product. 


Do yourself a favor and drool over his amaz- 
ing creation right here: 


http://peterhirschberg.blogspot.com/ 


Put Your Name In Lights 


The good folks over at thinkgeek.com have 
introduced this really neat building block 
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set of neon letters. You can easily mix/match 
the letters; spaces etc to have them say just 
about anything that you wish. 


| own a few neon signs for my game room 
but | have to admit that it would be pretty 
cool to have a personalized sign for a reason- 
able price. 


As per the website, here are the specs: 


Sealed blue neon letter blocks 
Choose from letters, numbers, and special 
characters 


Up to 22 neon letters can be connected to 
a single Power Supply unit 


Dimension: each letter is 2” X 3" 


The neon letters are designed for horizon- 
tal connection only (when using a single 
power supply) 
Depending on what you have to say, the 
cool neon glow may not come cheap, but 
you can do the math—each letter is $6.99, a 
blank space is $3.99, and the needed power 
supply is $29.99 


Buy your set here and send me a copy of 
your sign, I'd love to post it in the news: 


http://www.thinkgeek.com/gadgets/lights/ 
97fd/?cpg=61H 


| Zultan Re-Invented 


| know that we've covered Zultan in the 
October issue with my news items and our 
reader's coin-op modification already, but 
I still think this is such a fun and neat item 
that | needed to mod it in my own way. 


Once again I called upon the talents of Me- 
lissa Jones of nicecarvings.com who created 
this stunning sign based upon an old arcade 


based fortune teller sign that | had found on 
the net. 


PLATE POINTER ay QUESTION YOW DESIRE 
| DROP COIN IN SLOT THEN PULL y 
AND LEVER 3 


The result 


It's hard to really see the detail and depth of 
the sign but she really did a fantastic job at a 
very reasonable price. 


Check out my Zultan sign here, and ask 
Melissa to give you a quote on your own 
personal project. You would be surprised at 
what she can carve for you: 


http://tinyurl.com/2x4ag5 


MUST AUCTION NOW! 


GIGANTIC 


ABSOLUTE AUCTION 


HUNDREDS OF ITEMS - NO MINIMUMS - NO RESERVES 
Over 18,000 sq. ft. on over 7 acres! 


Saturday, January 26 € 10am 


PREVIEW FRIDAY, JAN. 25, 12pm - 7pm & SATURDAY, JAN. 26, 8am -10am 


4518 E. SKELLY DRIVE, TULSA, OKLAHOMA 74135 


m 7M 


COMPLETE WORKING AND INCREDIBLY MAINTAINED EQUIPMENT! 

TONS OF LIKE-NEW VIDEO GAMES Konami, Dance Dance Revolution USA, Need for Speed GT's (2), Sega Daytona USA 2 Deluxe Simulator, Namco 
Time Crisis Il, VR System, ATV Track (2), Konami Silent Score, Samy Deer Hunting, Extreme Deer Hunting, etc.; Konami Police 911 2, Midway 
Cruis/n Exoticas (2), Star Trek Voyager and much, much more! OVER 65+ REDEMPTION UNITS Coastal Jungle Jive Pusher Twin, Skeeball, Tower 
of Power, Bay Tek Deep Freezes, Bay Tek Wonder Wheels, Sega Sponge Bob, Bromley Simpsons, ICE Cyclones, Oltmann's King Castle & Hungry 
Dragon PLUS LOTS MORE! RESTAURANT EQUIPMENT This was a full service pizza restaurant and catering facility; including Scotsman Ice Maker, 
Delfield 2-door Refrigerators, Prep Stations, Prep Tables, CTX, Toastmaster Quad Conveyor, Freezers, Coolers, Warmers, Nacho, Popcorn, etc. 
CARNIVAL RIDES Zamperla Turtle Parade (6 Turtle), Zamperla Mini Jet (6 Biplane; trailer mounted), Zamperla Rio Grande Train (4 car), Mini 
Coaster (7 car), Drummer Boy (6 tub ride), VR 2002 Max Flight System, Ride On BUMPER BOATS Bumper Boats (14+) Fully Operational, 
Battery Operated; 6+ add'l Bodies, Life Jackets, Batteries and Chargers - COMPLETE! GRAN PRIX CARS J&J Mfg. Gran Prix Cars: 7 Twins with 
9 HP Motors; 14 Singles with 5.5 HP Motors; also 14+ Extra Frames, Chasis, Motors, etc. Running Cars in Excellent Condition, Well Maintained. 
MINI-GOLF Two Complete 18-hole Mini-Golf Courses; Obstacles include Hot Air Balloon, Castle, Pirate Ship, Lighthouse, and MORE! 
BATTING CAGES Fully Functional ABC 6-Station Batting Cage System, All Netting, Cages; ALSO Neon, Showcases, Rowe Changers (6+), Amtec 
Kiddie Rides (6), Outdoor Canopy Systems (4), Bleachers, Art Deco Tables & Chairs, Prints, TVs, etc. SALLY CORP. ACS 50 Orig. $125K - Animatronic 
Style Daniel and the Dixie Diggers 4-character show, Parts. POOL TABLES Valley Pool Tables. 


TERMS: CASH, Mastercard, Visa, Discover or American Express ONLY. 13% For more photos and FREE color brochure go to 
buyers premium. Industry related Seller’s Permit required for non-taxable 


° 
purchases. All purchases paid for in full on Auction Day immediately following S A t 
Mitton Peubwimpectn strongly recommended or al equipment od a 6 SU DECFAUCTIONS.COM 
is, where is. All sales final. All information deemed reliable but not guaranteed. 
following auction until midnight; Sun 10-6; Mon 9-5, Tues appt. only. OF call (7 1 4) 535-7000 


BE Way Too Much To List... Don't Miss This Event! 


Auctioneer 


Selling your Family Entertainment Center, Arcade, Route, Real Estate or other Amusement Assets? 
CALL US for a FREE, NO OBLIGATION & CONFIDENTIAL EVALUATION! 


Kaytrim Customs 


There are joysticks and then there are JOY- 
STICKS. This is definitely the latter. Kaytrim 
has been around, for about a year now, cre- 
ating custom joysticks to order for just about 
any machine such a PC, PlayStation, Xbox etc 
out of wood and high end arcade parts. 


But his latest sticks using exotic woods are 
what really caught my eye. These are real 
works of art that are highly practical as 
well. His latest builds utilize Dymondwood, 
a pressure treated/stained plywood that is 
compressed to about one half of its original 
thickness. The resulting product is really 
quite beautiful and he's using for his latest 
creations. 


He'll make just about anything for you, using 
whatever parts you wish: from Happ parts 
to Sanwa & Seimitisu Japanese parts (which 
he prefers since they have a much smaller 
depth required for mounting, allowing his 
sticks to be very compact and sleek.) 


Depending on the materials and controller 
you want, the sticks range from $110 for a 
blank (no controls) to $250 and more fully 
loaded. Typically they run around $200. They 
take about 2-4 weeks to create and he will 
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only take on a few projects at a time so be 
sure to get yourself into his queue if you 
want one. 


He's now moving into making his own 
wood and acrylic turned joystick tops for 
the Sanwa and Seimitsu sticks for that final 
custom finish. 


Check out his fine work and order yours 
here: http://tinyurl.com/2hy7qg 


Ms. Pac-Man Reborn 


Most of you know that you can purchase 
full repro Ms. Pac-Man art for a cabinet if 
you need to restore one. Typically these sets 
consist of literally giant sticker sheets that 


are peeled/stuck to the sides of the machine. 


| personally have used that exact method to 
create my own arcade machine at home and 
the process works and looks great. 


But, there are the purists out there who 

see such art as not a true restoration. So 
GameRoom writer Paul Murphy has taken 
the matter into his own talented hands with 
this amazing stencil set designed to restore 
that Ms. Pac-Man machine you have in your 
garage to its original glory. 


Ms. Pac-Man, like many games of the early 
80's used stencils for the side art not unlike 
the older Pinball machines. The process to 
me seems like a lot of work as you have to 
build up the layers of paint, but Paul has 
made amazing progress on the stencil set 
that is now in progress for that totally au- 
thentic restoration. 


Pricing and sales information have not been 
finalized yet (but may be by the time your 
read this) so follow this link and check out 
the progress and videos of the product in 
action here: 


http://tinyurl.com/2rt443 


DreamFlyer Home Arcade 


Rig 


Do you wish that you could pilot an airplane 
or experience a great cockpit simulator at 
home? Well your prayers have been an- 
swered by this neat new rig by the good 
folks over at “DreamFlyer”. Mr. Steele himself 
sent me the link to this big new toy and it 
sure looks like a lot of fun. 


Personally, I'm not really into flight simula- 
tors, but this seems like a pretty sweet set up 
for home use. As per the press release: 


“As a DreamFlyer™ pilot, you control your 
aircraft from a comfortable replica of a pilot's 
cockpit seat. Your control stick combines the 
feel of an airplane with high quality, program- 
mable joystick functions... is your hand on the 
control stick that generates the movement 

of DreamFlyer™ revolutionary gimble frame, 
which precisely mimics the movement of an 
aircraft in flight. Seated in the pilot's seat, you 
experience the effect of actual flight - move- 
ment, pitch and roll - pilot lead and pilot-in- 
duced oscillation." 


As always with rigs like this, entry into 

this club doesn't come cheaply. The prices 
vary from about $2500 to over $3500, and 
none of the options include a computer or 
monitor(s) so you'll have to add that to your 
over all cost as well. See it in action here: 
http://mydreamflyer.com/HTML/index.html 


saturday, February 9@10am 


Preview Friday, Feb, 8; 12 noon 7pm & Saturday, Feb. 9, 8am 10am 0 
AUCTION HELD ON SITE AT NEEND 

-BIRMINGHAM __ 4102 L.B. McLeod Rd., Suite B Tuy 
VENDINGCOMPAN Y Orlando, FL 32811 * BirminghamVending.com 


ATTENTION: Rather than move it we're selling it! Take advantage of 
great auction prices on Arcade Games, Pinballs, Jukeboxes, Redemption, 
Parts, Kits, Tons of Brand New Equipment and Trade Ins... 


WAY TOO MUCH TO LIST! BID THE PRICE YOU WANT TO PAY! 


THIS AUCTION IS A MUST FOR RESELLERS, DEALERS, ENPORTERS & INTERNET RESELLERS! 


OVER 300- VIDEO GAMES! Including Golden Tee Live 2008, Need for Speed Underground, Rush 2049, etc. etc.! 
OVER 25+ PINBALLS! Including Dale Earnhardt, Jr., Wheel of Fortune, Spiderman and many more! 

OVER 25+ JUKEBOXES! Featuring Rock-Ola Bubblers, Rowe and Internet Boxes, and many more! 

OVER 25+ REDEMPTION UNITS! Featuring Baytek, Namco, Smart and more! 


SuperAuctions.com 
= 


ca Way Too Much To List... Don't Miss This Event! 


Selling your Family Entertainment Center, Arcade, Route, Real Estate or other Amusement Assets? 
GALL US for a FREE, NO OBLIGATION & CONFIDENTIAL EVALUATION! 


Hardcore Mario 


We've all seen gaming tattoos, but this is 
definitely one of the more hardcore ones I've 
seen so far. Samuel Mullins had decided to 
dedicate his left arm to his love of Nintendo 
and his favorite characters. The art includes 
Mario, Goombas, Bowser and (of course) the 
Nintendo logo. Wow. That's dedication. 


Check out more photos here: 
http://tinyurl.com/yrhher 


Bargain Alert! 


| haven't seen this in person, but if the write 
up is accurate, this seems like a fantastic way 
to have an almost full-sized juke (2/3 scale) 
grace your GameRoom at only $499! 
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Introduced for the Christmas 2007 shopping 
season, you can purchase this iPod or CD 
powered Crosley brand juke that features 
such deluxe items as color shifting LED light- 
ing, speakers and other higher end details. 


Here are the full specs: 


* Jukebox with CD Player 
* 1 Disc Capacity 


* Plays CD: Player Reads WAV File Formats, 
MP3s 


* 2Speakers, Speaker Type: Built-In 

* Features Digital AM/FM Tuner, Color-Shift- 
ing LED Lights 

* Modes: Stop/Play/Pause 

* Features Easy-to-Read LCD Display 

* Inputs: Auxiliary for iPod or MP3 Player 

* Includes Remote Control 

e 26w x 41h x 13.5d 


It's only $499, and you can find a retailer 
near you through the Crosley website: 
www.crosleyradio.com/prods/cr12-2.html 


Be sure to browse their website, they have 
tons of awesome reproduction items at 
reasonable prices. 


Play Arcade Games on a 
120" Screen 


This is the full package. A controller, a high 
definition 120" projector and the potential to 
play over thousands of console/PC/Arcade 
games with the ability to add latest consoles 
for the ultimate in a home video gaming 
experience. Drool. 


This beast really does it all, and it seems 
like a really cool idea and well thought out 
design for the person who literally has to 
have it all. 


Some of the specs include: 
* High-powered projector—Bright enough 


for daytime use! 
* 120-inch Portable projection screen— 
makes it simple to set up, move, and store 


* Dreamcade 2.0 Gaming PC—modern PC 
games can be played using authentic 


arcade controls 


* Component and HDMI video inputs for 
your Xbox 360, PlayStation 3 or Nintendo 
Wii for the ultimate in modern gaming as 
well as classic arcade games. 


Retail price is $3,999 and the Dreamcade 
Vision 120 with more details can be found 
online at www.dreamarcades.com. 


From The "You Knew 
Would Bring This Up Again" 
Department 


The King of Kong, a 


answa CPQUARTERS — ovi that | covered 
extensively right here in 
the pages of GameRoom 
magazine, should now 
be out on DVD. 


The DVD promises to 

have tons of behind-the- 
scenes and extended sequences supposedly 
filling in much of what was edited from the 
feature film. 


I'm going to be first in line, OK maybe third, 
behind Billy Mitchell and Steve Wiebe, but | 
will buy this one as soon as | can. 


It's only $19.99, a bargain price for this mas- 
terpiece that is a fun and poignant film. Buy 
it at Amazon.com right here: 


Got a Hot News Tip? 


We're always looking for exciting game room 
news and we need your help! 


New coin-op, gameroom, and retrogaming 
product releases, industry announcements, 
coming events, updates on stories we're 
tracking—they’re all fair game for inclusion 
in the pages of GameRoom News. If you've 
got something you feel is news-worthy, 
please send it in! 


Send news tips to: 
news@gameroommagazine.com 


Come and Join us for our 4th Annual 
2 days of arcade and game room family fun! 


Over 100 pinballs 
and machines on free OHIO -— | L& 
play for your enjoyment 


Free tournaments with 


Wizard of Ohio Tournament 


Cash prizes and trophies 

| Feb. 29th & March 1st 2008 $5 Entry Fee - WPPR Certified! 

$500 First Place + $250 Second Place 
iki d Neon EMIDO EXPO CENTER $100 Third Place + $50 Fourth Place 
m 48 E. Bath Rd., CUYAHOGA FALLS, OH 44223-2504 $50 Top Qualifier 

Jukeboxes ^. Tn 

Show Hours Vendors and exhibitors 

Friday 1 pm - 10 pm, Saturday 9 am - 9 pm on site with machines, supplies 


(Set up time for vendors is 4 pm to 8 pm on Thrusday, Feb. 28th) and game room accessories 
available for purchase 


prizes available for all ages 
G AME STIWAy AL throughout both days! 


" Admission 
Adult: $12 Children 6-12: $5 Kids 5 and under FREE! 
| Bring a game for free play and get in free! 


Vendor Space , : i ‘ is 
Still Available! | 3 | For more information contact Marvin at 330-687-9341 or mjpinballs@aol.com 
Vendor questions contact Mike Pacak at 330-549-2596 or MGPacak@aol.com 


TABUIIOUS 
EANTA ‘SLES 


A Gathering of Unique — 


Ground-up Restorations « Pinball Machines _ 
Arcade Games - Game Room Collectibles | 
19641 Ventura Blvd., Tarzana'CA 91356 
Phone (818) 761-2255 Fax (775) 367-2859 
By Appointment Only 


TH he C mapie te'GamejRestoraüuon store 
——————M M — e 
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g the proper tool i$ essential. 


Here Rodney tries to decidé Between a scri 


Mz of us have some basic tools around 
the house; screwdrivers, pliers, ham- 
mer, etc. for general repairs and projects 
around the home, but these tools may not be 
adequate for the purpose of "Slot Machine" 
repairing, in fact, these tools will usually lead 
one to utter frustration as a person may be 
trying to remove a nut with a pair ofp iers, 
rather than a nut driver, thus stripping the 
nut and busting a knuckle or two, not to 
mention any parts (Such as Hoppers) set up 


on the coffee table or kitchen counter for re- 


pair: 
is the "Minimalist" slot repair workbench. 


To prevent this, here pr ented to you 


A Place To Do Your Work 


As you can see on the next page, I have my 
little electronic repair bench set up (I don't 
need a lot of room for the type of repairs 

I do, the heavy repairs are carried out in 

my work shed) and it is portable. Today's 
electronic slots do not require a large work 
area as components can be removed from the 


machine and taken to the workbench to be 
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worked on with relative ease. As you can see, 
this set up can be broken down and moved 


easily should the need ever arise. This table 


has a hard pla: 


ic solid tabletop and ridged 
locking legs. I bought this table at “Home 
Depot” for about $30.00. Stay away from 
those cheap “card tables,” as they are flimsy 
and may tip over. Another table, albeit pric- 
ey, is the “spider legs” table. This table folds 
into a "suitcase; and is fully portable, as I use 
one for my repair business when I am on site 


for repairs and is worth ev ery penny! These 


Slot Repair Work Bench 


by Rodney Henderson " 
p 


COINS) ND COIN: 
WINNERS 4 WINNERS 


tables are very sturdy and can be purchased 
on line from www.patioandyard.com check 
out the particular table at www.patioandyard. 
com/sp-tables.html I would recommend 


these over the plastic table any day. 


The Basic Tools Needed 
Ok. We have a table...Uh...workbench! Now 
we need the tools to do the job. The tools I 


am going to list are for repairs such as harness 
repairs, hopper repairs, and other minor 
repairs that slots will need from time to time. 


So here goes: 


e Screwdriver Se 


Those home improve- 
ment places are great for picking up those 
sets of screwdrivers, you know the sets I 
am talking about, the ones that have about 


20 screwdrivers small and large (Stanley 


comes to mind). These sets are affordable 


and believe me, you will find the screw- 
driver you'll need. But in particular, try to 
find the set that has the “stubby” screw- 


drivers, these are the regular size but the 


shaft is 1” long. These are good for getting 
into tight places. You need not spend a 
fortune on these, as we are working on slot 
machines, not automobiles, so the quality 
is not as important. 


Socket Set: This set you should purchase 
both SAE and Metric. Some slots use 
both metric and standard SAE nuts. Try 
to get the set that has the “Deep” sockets. 
Machines such as the “Bally Series E” have 
fans that require a deep socket to remove 
the nuts for fan replacement—it always 
helps to be prepared. Try to purchase at 
least a moderately priced set. Sockets are 
crucial, as cheap ones do not have the 
"right" tolerances, and can "slip" around 
a nut. Believe me... I know from personal 
experience, besides, the ratchet on cheap 
sets tends to break apart after a while. 


Allen Wrenches: These can be of any 

quality. You will be using these for open- 
ing coin-in optics on the IGT games, and 
adjusting older hopper weight springs, as 


well as other things. 


Diagonal Cutters: Also called “Dikes” & 
. One 
of a larger 6" size and one of the 3-4" size. 


"Side Cutters”. Get a couple of th 


The larger ones are good for cutting large 
cable ties and heavy diameter wire. Smaller 
ones are for small electronics work such 

as cutting leads off of capacitors and small 
wire cutting. Buy the best quality you can 
afford. Cheap ones get dull quick and tend 
to “pit” due to the soft metal. 


Needle Nose Pliers: Again, like the diago- 
nal pliers, purchase a couple. Again, one 
about 6” and one about 3-4”, and get the 
best you can afford. Cheap ones wear out 
at the hinge and the teeth wear out due to 
the soft metal. 


Flashlight: This sounds like you can 

buy any flashlight and be fine. Not so. I 
recommend that you purchase one of the 
White “LED” flashlights. Thes 
constant brightness, don’t have that ringed 


stay a 


“shadow” effect in the light beam, and 

are brighter. Purchase one with at least 4 
LED’s in them. Yes, these are pricey, but 
the batteries last a very long time, and they 
don’t burn out, a very frustrating thing 
when you're working on a slot machine. 


Soldering Iron: Purchase a Weller solder- 
ing iron of adjustable heating. Cheap 
soldering irons just don’t do very well 


for even heating. Yes, the cheap “Radio 
Shack” 25-watt ones will do for general 
harness soldering, but when it comes to 
doing board-level work, these are just not 
going to cut it, you will probably be very 
frustrated. 


Other Supplies You Will Need 


Now that you have a workbench, and tools, 
you need some “Supplies” to bring it all 
together. You can go as far as you want with 
these supplies, but what I will list here are 
just the basics to get you going. And here 
they are: 


e Solder Wick: You will need this when 
replacing component parts on those green 


boards in your slots. This is also called 


“Solder Braid” and is sold at your local 
“Radio Shack.” 


e Wire Ties: Get the ones that are 4” long. 


hese are made of nylon and “zip” closed. 


he black colored ones holds up better un- 
der UV light caused by fluorescent lamps. 


hese are also called “cable ties”. 


e Tie Mounts: These are the little adhesive 
squares that you attach the wire ties to so 
you can secure your harnessing in your slot 


machine. 


e Shrink Tubing: This product is way bet- 
ter than electrical tape. Comes in many 
diameters, but you can purchase as set of 
different diameters. Use this product for 
covering exposed wiring or for bundling 
several wires together into a “cable.” 


e Solder: 60/40 Rosin core solder. I use 
Kester solder of .031 diameter. 


e Heat Sink Compound: This is sold at 
your local Radio Shack. You will need this 
when you replace items such as voltage 


regu lators or bridge rectifiers. 


e Magnifier with Alligator Clip Arms: 
This nifty little tool is used for holding 
wire for tinning, and as a “third hand” for 
holding small circuit boards for repair. The 
magnifier also allows you to check for part 
numbers on small electronic components, 


and to check your soldering work. 


That's About All 


Well, that's about it. There is much more that 
one can add to their own “slot repair shop" 
but that comes with experience and need. 
Once you get your basic set up, you will find 
what your particular needs are to fix your 
particular slots. 


Good luck and keep em’ running! GR 
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Love Arcade Gaming? 
Get Your Dream Machine at 


AS SEEN ON: M CHICAGO SUNT IN 
The New Hork Times NBC E 

e Y Check out our new 

line of 


pre-built machines! 


Pinball Restorations | 


Counterfeiting 
a Classie: 


Recreating the Williams Defender Prototype 


ho has not dreamed about having a 

game so rare that no one has even 
heard of it? Well, maybe no one but me, but 
you will want one too after reading this. 

My adventure began when I saw an eBay 
auction for a Prototype Defender Cabinet. 
This is the original cabinet built to test the 
Defender game. It was an internal experi- 


ment to se 


e how the graphics would work, 
and how much it 


what gamepl was lik 


would cost to produce. There were only a 
handful of these made. Some went to gaming 
shows and after that many were actually sold 
to arcades. 
After some research, I found 

which had more information on 
this prototype. The production version of 
Defender had stencil painted sideart which 
is much less expensive to produce. The pro- 
totype had vinyl silk screened artwork that 
movie that 


is eerily similar to that Star Wai 
was so popular at the time. The prototype be- 
zel also did not have the blue nebulae clouds. 
"There were some other minor differences 
but the artwork stood out and that is what I 
liked the most. 
Early Defender literature shows these 
prototypes and not the production version. 


At the time the literature was printed, the 


company was still developing the game and 
the prototypes were all they had to promote, 
so that is what they put on the flyers and 
magazine ads. They later changed the sideart 
before going into production and made some 


other minor changes. 


I tucked those photos away in my ‘ideas 
folder, where they sat for several months. The 
original cabinets were very rare plus I did not 
really want an original. Too much money 


and it would only play one game. One game 
per machine may have been acceptable in the 
805, but not today. It was not worth it to 
me. But, I realized that I could use a Multi- 
board to play several games, and suddenly the 
project seemed more interesting. 

The photos on eBay were clear enough 
so I had an Adobe Illustrator artist re-draw 


the sidea 


rt. I printed the sideart, kickpanel, 
and a bezel I made by modifying the original 
Defender bezel, then hid them in a dark 
corner; awaiting the day when they could see 
light again. 

About a year later, I finally decided it was 
time to tackle this project. I began looking 
for a cabinet, which turned out to be more of 


a challenge than I expected. 


What I did not do! 


Before I continue I want to be clear that I 
did not buy a good game and chop it up. You 
should never chop a good classic cabinet for 


This is the original Double Dragon cabinet 
used for this project. You can see someone 
started spray painting it and when they ran 
out of blue paint, they just quit. It still had 
the original Williams monitor and the control 
panel had been re-cut for Double Dragon. 
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The cabinet was severely water damaged. The interior was in good shape 
and the wiring harness was good. | wire brushed off the loose paint, and 
sanded down the raised wood grain. 


a project like this, or for any project. Restore 
it or let someone else have it who will restore 
it. I turned down several cabinets because 
they were in too-good condition. I refused to 
paint over good original Defender graphics 
to make this cabinet. I waited until I found 
an original Defender cabinet that was suited 
to this project. 
I talked to 
had a water-damaged, converted Defender 


and they 


cabinet. It had a monitor, power supply, and 
transformer in it. Someone had converted 
it to a Double Dragon so it already had a 
JAMMA harness installed and all of the 
buttons and joysticks I needed. The cabinet 
had serious water damage and they were not 
interested in fixing it up. This was the perfect 
cabinet for me. It was already converted 
and in bad shape but not so bad that it was 
unusable. 
Many dealers trash good cabinets just 
because they are not worth the time to fix. 
It is possible to fix these water damaged 
cabinets. I only needed to re-glue the edge of 
this one after filling the gaps with wood glue. 
More severe damage may require cutting out 
the damaged piece and replacing it. Then 


fill in the gaps with wood putty or car body 
filler. You can save damaged wood by using a 


The feprodifction prototype bezel 


D 
n 
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| used Bondo to fill in gaps in the cabinet and a skim coat of 
Bondo to smooth the surface, just like they do on high priced 


custom car paint jobs. 


special resin that is made to penetrate water 
damaged wood and hold it together. It is like 
the resin used to seal bar tops but specially 
formulated to penetrate rotten wood. This 
resin is available at 


First Assembly 

When I assembled everything, I found that 
my monitor was hard to see and very dark 
(bad CRT). I was surprised that it was so 


My customize@ontfol parrel. Two joys 
each button ha$ a small (button label) by it to indicate which 
button goes to what games. 


bad. I would have expected it to have been 
taken out of service long before it became 
that bad. It may have become worse sitting 
ina hot warehouse for years. I ordered the 
Generic Happ Controls monitor. It came 
with a nice plastic bag for the kids to play 
with, a remote mount adjustment board to 
set brightness, etc. The electrical connection 
had a standard 3 prong plug instead of the 


two pin molex-type connector on the old 
unit, so I had to rewire it to use my existing 
power connector. This inexpensive monitor 
looks fine, but the horizontal adjustments 
force some of the screen image off the sides 
no matter how you adjust it. That was the 
cost of saving money on the monitor. It fit 
right in place with no problems. 


The MultiBoard 

I always liked Stargate and Defender and 
wanted one of those games, but could not 
justify the space for it. I also did not want a 
“MAME” box because I wanted it to feel 
original; a real arcade game anyone could 
play without going through a Windows 
menu or me explaining how to press the 
Coin button. Basically I wanted the feel of 
an original game, but the flexibility to play 
several games. The perfect solution was the 


9, 


ks for Robotron and 


MultiWilliams board from Arcade Shop. 
This board was recommended to me by a 


local dealer because it is v 


ry accurate and the 
controls are responsive. Some Multi-boards 
out there do not respond correctly or do 

not play like the original games. The Arcade 
Shop board gave me 10 horizontal games 
instead of just one. The first board I received 
was bad. It would only show one game and 

I could not change to another so I had to 
return it. Apparently they re-flashed it with 


something new, because when they returned 


the board it was working. 
Installation was quite easy. My cabinet 
had already been converted to JAMMA 
so se yged in the card and, by shorting 
ch button while Defender v 


unning, I 
fi zured out which button was which. There 


"s 


eering roll 


sawa I Bhoto ofa Robotron prototype whic did. 


was a button test feature in the card setup 
but nowhere did it say what button was for 
what function. It only called them button1, 
button2, etc. It still only took a few minutes 
to figure out what each button was and stick 
it in place. I was quite happy that I had a 


JAMMA conversion because it made instal- 


ation a snap. 


The Control Panel 

rebuilt the control panel using a new con- 
trol panel overlay I created. The new CPO 
has extra buttons for the Multi-board and 


utton labels so I know which button goes 
to which game. I took the original Defender 
control panel artwork (the real original, not 
the redrawn version commonly available) 
then changed the labels and added a button 


and joys 


ick. I printed this out and laminated 
it. My original panel was warped from water 
damage so I cut a new one. The Defender 
control panel was very easy to make out of a 
single piece of wood. I used the artwork as a 


template to mark hole locations, drilled, and 


appl ied the overlay. 


The Bezel 


I took the artwork from an original Defender 


bezel and modified it to look like the pro- 
totype which is the same except it had none 
of the blue nebulae clouds. The instruction 


sticker was also shorter. I do not know what 


information on this build and dow 
el art at mechanicalarcade.com 


the original looked like so I squished the 
production Defender card down to fit. 


Controls 

I used leaf-type buttons, because those were 
the type originally used with this game. I 
also matched the colors to the prototype 
photos. I had to use a 4/8 way joystick to 
pla 


the board. The 4-way feels a little odd with 


y Robotron, Joust and other games on 


Defender plus my Reverse button is farther 
out than it would be with a 2-way joystick 
so I have to reach for it more than with the 


original game. 


Final Cabinet 

My only real expense in this project was 
the Multi-board and new monitor. Every- 
thing else came from my parts bin or was 
given to me. 

This is not an exact copy of the proto- 
type—that was never my intention. My back- 
door is not hinged, there are no headphone 
jacks, the front coin door was silver, mine is 
black, mine plays Multi-board. 

But none of this matters. I wanted a fun 
game to play that just looked like an unusual 
original. I now have an interesting story to 
"Abb, Defender, 
I remember that!” will be much happier 


tell everyone when they say 


with this than I would have been with a real 
prototype. 
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(james Inc. 


Super & [win Wild C at 


y friend Ken Linton called recently; 

“Hey Jeff, remember that backglass I 
bought at that auction awhile back? Well, I 
found the game it goes to right in your back 
yard! I’m on my way to get the game now, I'll 
sce you later this afternoon." 

"Right in my backyard" turned out to be 
Roger Bockman's home. Ken was buying 
two Wild Cat games from Roger and he was 
bringing both of them to me for repair. To 
test your memory, Roger is the gentleman 
who owns the Genco Skee Ball I wrote about 
for GameRoom (Published Vol. 12, No. 2, 
February 2000). 

When Ken arrived with Roger we caught 
up on old times then unloaded both games. 
The Super Wild Cat would play but “double 
cycled"—it played an extra spin without you 
starting it. It also didn't payout any credits 
whenever you had winning animals lit. The 
Twin Wild Cat wouldn't advance dime 
credits and wouldn't light up. The game did 
cycle but not correctly. A quick look inside 
showed me why; the game was full of plaster 
dust. 

Some of you may remember the article I 
did for GameRoom on Keeney's Big Three 
(Published July 2000, Vol. 12, No. 7). Well, 
Ken's games are similar to that game. 

I tackled Twin Wild Cat first. I opened the 
game outside, removed the back door and 
both front coin doors. This was easy because 
every door was jack & plug connected to the 
cabinet. The only things left in the cabinet 
were the two free play credit meters and the 
lamp sockets. I blew the cabinet out first 
the vacuumed up whatever residue was left 
inside. Even though the back door was sitting 
on sawhorses blowing the dust off the com- 
ponents was difficult. I finally had to use a 
toothbrush and really dig into the embedded 
dust on the cables & relays. I used a portable 


yas 
MAK Ky veeN 


^ 


power supply to exercise the relays while I 
sucked away the dust that I vibrated up. After 
cleaning the four flasher motors the impulse 
motor the timer motor and the three units, I 2 à : 

tested the game. It flashed correctly, but now uper Wild Ca& upright ranlayciiyie stos 
É HET 7 machine. This photo shows a 3-Pheasant 
it was “double cycling,’ just like the Super winner because of the “Wild Cats” 


Wild Cat. 
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Fe directly opposite the units 
\4you can see. Each motor act 


E re a motor. 


This “double cycling" concerned me 
because I had verified each switch on every 
relay, motor/disc cam, and step paw and all 
tested good with a voltmeter. Next I checked 
all the spring tensions to assure each release 
paw was returning properly on the flasher 
units. Here I found the problem—some of 
the arms dragged back slowly but the springs 
weren't the cause. The culprit turned out the 
little red “rollers” at the end of the release 
paw that pushed the switch stack up. 

What I discovered was that each of these 
rollers was gummy and frozen. They are 
supposed to turn freely as the paw moves, 
forcing the switch stack up; then turn the 
opposite direction as the paw returns to its 
normal position. Once I freed each of these 
rollers so they turned easily, the double 
cycling stopped. A mechanical solution 
to an electrical problem. The Twin Wild 
Cat performed perfectly, except that it 
still wouldn't give dime credits when you 
strummed the dime coin switch. This turned 
out to be a stupid problem. On both coin 
doors there is a weighted switch. The quarter 
door weighted switch was closed (the switch 
opened if the weight moved). On the dime 
door the weighted switch was open. I simply 
set it closed and dimes started working. 

I played Twin Wild Cat over the next two 
days and each win credited properly, each 
cycle worked properly. I even had the good 


fortune to win 4 Elk, which is a 200 credit 
winner. 

Unfortunately, I was only playing the 
dime game so I only won 200 dime credits. 
I shouldn't complain, I only had 12 Dime 
credits when I made the big hit. 

On the Super Wild Cat I didn’t have the 
dust problem; in fact, the game was surpris- 
ingly clean compared to the Twin. I cleaned 


the surface discs for all four flashers and freed 
up all 6 of the rollers. I cleaned the comuta- 
tor unit (similar to the Replay Count units in 
bingo games) which was frozen in place (this 
is what caused the game not to award credits) 
and repaired a broken spring on the alterna- 
tor unit. Super Wild Cat only had three 
major problems left after my initial cleaning; 
the second row didn’t display any animal 
intermittently, Dimes never made it from the 
coin slot to the coin switch and any winners 
that used the Wild Cat symbols didn’t pay 
correctly or at all. 

I dreaded the display problem because 
Flasher #2 was deep inside the mounting 
block, under the Timer/Impulse motor 
and behind the other flasher combo unit. 

I marked the disc where the flasher wiper 
stopped when no animal displayed, then veri- 
fied continuity through the flasher using the 
diagram. Thank goodness, all the wires had 
good continuity for each of the 21 flasher 
positions. Each of the 6 wires had good 
continuity to the jack mounts for connection 
to the cabinet. The problem was severe cor- 
rosion on the pin of the plug connecting to 
the “Duck” display in the second row. Just to 
be on the safe side I verified all the plug pins 
with a portable power supply making sure 
each animal displayed in each row. Where 
necessary I replaced bulbs or cleaned bulb 
sockets to assure good bright lamp display. 

The Dime problem was caused by a gap be- 
tween the coin guide and the rejecter input. 

I lowered the coin guide eliminating the gap 
but the dimes hit the rejecter sideways and 
caught in the rejecter input. I built a metal 


e iS one of the rollers. These rollers 
were gummed.up on both machines 
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BLACK WAITE 


GREEN-WHITE 


The diagram above shows how the animals are lit via the flasher disc 


guide piece and put it in front of the rejecter. 
Now the dimes fall into the rejecter cleanly. 

I checked the payout circuit for the Wild 
Cat symbols. Because each Wild Cat can 
substitute for any other symbol within the 
same vertical row, I had to identify how this 
substitution was made electrically. 

Using a voltmeter I verified continuity 
from each relay coil lug back to the source 
voltage wire. On Super #1 relay wiring I 
found the tensile strength on the #1 solenoid 
arm switch was weak. I made a slight adjust- 


ment so the switch closed with more force 
and my Wild Cat winners started paying. 

As I tested the game I continued to have 
intermittent problems with payouts involv- 
ing the Wild Cat relays. The worst was when 
I displayed 3 Bears (Wild Cat, Bear, Wild 
Cat) but got no payout at all. When I shifted 
the Timer motor wiper to retest for the same 
winner again I got only 2 credits where 3 
Bears is supposed to pay 16 credits. 

At first I thought the trouble had to be 
on the Flasher #2 disc because I was display- 


ing Wild Cat on row 1, Bear on row 2 and 
Wild Cat on row 3. If I moved Flasher #2 to 
display anything other then a Bear, I got the 
correct payout for the other animal. I went 

so far as to pull Flasher #2 (and Flasher #1 
since they share a common motor mount) off 
the frame and verify all the wires on the disc; 
they were all good! 

I decided to trace the circuit testing 
voltage through Flasher #1, Flasher #2 and 
Flasher #3 through the Comutator disc to 
the Score relay. There are three positions 
out of 21 where Flasher #2 will display a 
Bear. Only one of the positions actually 
paid the proper credit for 3 Bears. As soon 
as I changed Flasher #1 to display a Bear, I 
couldn’t make flasher #2 stop on either of 
the Bear symbols that wouldn’t pay. As soon 
as the wiper moved close to either of the 
“open” Bear positions the Flasher #2 latch 
coil energized, preventing it from stopping 
on the open symbol. This wrinkle effectively 
made it impossible for the game to allow this 
particular 3 Bear display to happen in normal 
play. I could only do it if I set Flasher #2 
before I set Flasher #1 (which can’t happen 
in normal operation). 

“Hey Jeff, you said you got this condi- 
tion in xormal play didn’t you?" Yes, but I 
specifically had Wild Cat, Bear, Wild Cat 
displayed, not Bear, Bear, Bear. 

“So, What's the difference? You're giving 
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The circuit for the 4 Super Relays. Each Super Relay corresponds to a lit Wild Cat symbol for each vertical row. Super #1 relay matches the Wild Cat 
symbol in row 1, Super #2 - row 2, etc. The Super relays can't operate unless the Super Lock relay is released. 
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A 4-Elk winner. | know it doesn't look like 4 Elk in a line, but the 
two Wild Cat symbols are wild so they score as Elk. 


me a headache.” The difference is the Wild 
Cat symbols "simulate" a Bear by operating 
the Super #1 relay for row 1 and the Super #3 
relay for row 3. 

“Wait a minute, didn't you say your were 
still having intermittent problems with Wild 
Cat payouts?" 

Yes, I did, and therein lies the cause of my 
problem. 

Now, stay with me here; At the end of. 
every cycle the Super Lock relay is forced op- 
erated by the Timer Disc; as the game starts 
a new cycle the Super Lock relay releases as 
the Timer Disc wiper moves off normal. This 
allows any of the four Super £ relays to oper- 


ate as the flashers stop on a Wild Cat symbol. 


What would happen if the Super #1 relay 


didn’t operate before Flasher #2 stopped? 
Answer, Flasher #2 wouldn't know that. * 
Flasher #1 was on a Bear symbol (granted a 
simulated Bear via the operation of Super #1 
relay) and Flasher #2 might stop on one of 
the open Bear positions. 

Now, later on in the cycle, Super #1 does 
operate; too late, Flasher #2 has already 
stopped so it won't force off the incorrect 
symbol. “OK, so what would prevent Super 
#1 relay from operating when it is supposed 
to?" Answer: the Super Lock relay ot releas- 
ing! 

When I tested Super Lock relay for proper 


release operation, sure enough, it didn’t 
always release; a victim of residual magne- 
tism. Now normally I simply insert a thin 


Twin Wild Cat, with a 3 Duck winner, and Super Wild Cat, with a 3 Pheasant 
winner, ready to go home with their new owner 


My dime credit — 
Score after winning 1 
the 4 Elk award, 


sheet of paper between the plate and coil but 
that wouldn't work here because the relay is 
positioned such that the paper would just fall 
out. I can thank Don Hooker for the solu- 
tion. When Don designed the early Bingo 
games he envisioned a residual magnetism 
problem on relays that are operated for long 
periods of time. A good example is the Coin 
Lockout relay. 
Don placed an 8200 ohm resister across 
the activate switch for the Coin Lockout. 
When the switch is closed the relay is operat- 
ed. When the switch opens the voltage goes 
through the 8200 ohm resistor to the relay 


coil. For some reason this forces the plate off 
the coil surface, defeating the residual mag- 
netism effect.So, I took a resistor out of my 
Bingo parts stash and wired it into the Super 
Lock relay circuit. “Poof”, the Super Lock 
relay released quickly, every time. Thank you 
Don Hooker! 

I said earlier that the photo on the first 
page of this story has a Wild Cat winner 
displayed, three Pheasants using the Wild 
Cat symbol in row 2 & 3 for the second & 
third Pheasants. 

Actually, since the two Wild Cat symbols 
are wild, they are equal to any symbol dis- 


played in row 1. Since the Pheasant happens 
to be the row 1 symbol, that’s the three-ani- 
mal award you receive. If row 1 had been an 
Elk you would have received the three-Elk 
award. If row 1 had been another Wild Cat 
you would have received the four-Duck 
award since the fourth row displays a Duck. 
The photo above shows a 4 Elk winner 
on Twin Wild Cat also using the Wild 
Cat symbols in rows 1 & 3. Obviously, any 
animal displayed on row 2 would have been 
a winner I was just fortunate that rows 2 & 
4 both decided to stop on Elk on this cycle, 
neat huh? GR 
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his troubleshooting column is aimed at 

two segments of the pinball hobby. The 
“collectors” that gather all the pinball tech 
info they can find, and the “game owner” 
repair group that will use the columns as a 
learning tool. The in-depth repairs are for the 
game owner group. They are written in plain 
language with minimal ‘tech talk. After more 
than 15 years of doing board repairs I have 
assembled many notes culled from those re- 
pairs, and will try to explain the procedures I 
used to find the problems and then fix them. 

All of the repairs shown here were accom- 
plished using a $10.00 VOM and a $15.00 
Logic Probe. Some repairs were originally 
done using a (shop) Oscilloscope but I re- 
cently purchased an inexpensive ($150.00) 
hand held Belgium made Oscilloscope for 
this series of columns. For the more serious 
troubleshooting, I recommend purchasing all 
three. Shown here are the three instruments 
recommended. 

Using an oscilloscope may be difficult 
for some. There are many settings, and each 
one could produce a different signal image. 
To minimize this problem, I used the auto 
setting on my Velleman Scope for each of the 
readings shown on the CD’s. This will allow 
someone else (using the Auto setting on the 
same instrument) to achieve the same visual 
reading. VOM readings can vary a little from 
meter to meter with out indicating any real 
problem. The Logic Probe is used to indicate 
the presence of a signal that is high, low or 
pulsing. One or all of these instruments 
can shorten the troubleshooting procedure 
considerably. 

The VOM and the Logic Probe are the 
minimal instruments needed. The oscil- 
loscope will be needed to read some of the 
blanking signals on Williams's levels six and 
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LOGIC PROBE “isso 


Logic Probe: Elenco Electronics Model # LP-550 (or LP 560) Do a google to find best price that will 
run from $15.00-$20.00. Comes in both kit and assembled form. 


“My soldering statior 
Jameco Part# 236110 


seven CPUs along with some driver board 
signals. A Scope is also needed for voice and 
sound samplings on a Bally Squawk and 
Talk. Sometimes a scope is used for Clock 
signals on an MPU. The logic probe will be 


the most commonly used testing tool for the 
board repairs shown on these CD's. Another 


item needed for repairs will be a solder 
station. I have been using this unit (from 
Jameco 1-800-831-4242) for many years 
and found it to be very reliable and is priced 
around $90.00. 


Also needed for board repairs are desolder- 


ing tools. The two inexpensive choices shown 


above are better suited to the 25 year old 
PCB's being worked on than any hot air or 
other type of ($300.00+) desoldering system. 

The boards being worked on were manu- 
factured during the “cost effective” era, circa 
1978. They are typical one and two layer 
PCB's with the ‘hole through’ mounting 
system. Boards that are 25 years old are hard 
enough to work on even if they are clean, but 
add in the newest hot item: “acid damage 
repair kits,’ or an old favorite residual acid 
damage left under the parts from a recent 
“cleaning.” With all these ‘marvelous mods’ 
to deal with, this type of desoldering equip- 
ment is best suited for the job. With Bally 
boards it has to be noted that a ‘additional 
cost saving step’ in the manufacturing of their 
1978 PCB's will prevent using even the mild 
vacuum produced by the pump shown here. 

It can be better explained with this small 
diagram: ] [ which represents a cross section 
of a PCB’s pad and hole. It is called ‘plate 
through design’ and refers to a pad on top 
and another on the bottom of the board 
with a metal tube (plated through) connect- 
ing both pads. The plate through process 


requires drilling an oversized hole that allows 
for the precise metal plating thru the hole, 
from pad to pad, ending up with a hole sized 
for the wire lead to pass thru for soldering. 
Bally decided to skip this extra step and just 
leave the etched pad glued to both sides of 
the PCB with no plate through design. 


Any 80’s repair shop working on one of 
these “cost effective” PCB found that each 
esoldered with 


pad and trace had to be 
extreme care to prevent pads from lifting off 
the surface when heat was applied. Advance 
20 years: add in acid damage and dozens of 
previous repairs, and it makes the simplest 
act of changing a socket a nightmare job. If 
you went near these ‘floating’ pads with a hot 
air or power pump desoldering tools the pads 
would disappear. For this reason I use the 
desoldering braid wherever I can. Using braid 
meant that the surface had to be as clean as 
possible, free from dirt and surface corro- 
sion. Solder won't move if there is any surface 
contamination left on the board. That goes 
for soldering or desoldering. 

For me, cleaning the surface involved 
using a bead blaster with an extremely fine 
silicon bead. Even with a bead blaster it takes 
a lot of skill to clean a board without destroy- 
ing it in the process. Regardless of how 
carefully the blasting is done, there is always 
some copper plating loss in the process. The 
copper lost from bead blasting was already 
laced with acid holes or eaten down to less 


that half its original thickness. 


GameRoom|January, 2008 29 


Plenty of practice will be needed until the results are similar to the repair job shown above. 
Results like this can be attributed to both a major cleaning effort prior to soldering, along 


with use of a 1/64” soldering iron tip and water-soluble solder. 


After the bead blasting and all the leads 
are removed, the solder is removed from the 
pad holes using the braid. For the holes that 
won't give up the solder (from either side 
of the board), I use a small piece of stainless 
wire (solder won't stick to it), set it on top 
of the solder filled hole, heat the wire up and 
push the solder thru. The resulting lump of 
solder can be wiped off with some braid. 


After all holes have been cleaned, use some 
braid to clean up the pad surfaces. 

Finally (when you're ready to solder), clean 
the surface with some very fine sandpaper 


or emery paper. Start Soldering immediately 
after shining up the copper so that oxida- 
tion (tarnish) can’t screw up the surface. If 


the copper gets dull before you get around 
to soldering on it, clean the surface again. It 
has to be pristene before the solder will flow 
over/around/under all the metal parts. 

This cleaning can be accomplished without 
a bead blaster (if this were done by hand by 
the game owner), but the time difference 
rules out of this 


cind of work being done for 
profit. Anyone can repair any board if the 
clock doesn’t matter. 
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A repair shop shouldn't charge more for 
repairs than the board is actually worth, even 
though some do. That is why 5096 of the 
boards that showed up here for repairs were 
sent back because owner had put down an 
"acid damage repair kit" on top of a polluted 
surface and this would require cleaning up 
that repair before I could do mine. 

The problem with that scenario (besides 
double the time spent on repairs) is the 


undeniable fact that Bally boards are a ‘one 
shot’ repair. The first person to work on any 
board sets the bar for any future repairs. For 
the most part, repairs done over the years by 
distributor-level repair techs were clean and 
neat. After the games ended up in the private 


sector the ‘s hotgun’ repairs began to show 


up—that meant someone had replaced all 
parts starting in one corner and ending in 


another. 


Then the boards began to have a ‘special’ 
look as “repair kits” began to show up. If 
there were 15 parts in the kit bag the cus- 
tomer didn’t have a clue which (if any) were 
needed so... put them all in and zurz it on! 


The neatest repairs were the ones that indi- 


cated the owner couldn’t get the old parts 

up out of the muck (solder wouldn’t flow) so 
they clipped the old part off leaving a little 
piece of the wire lead stuck off of the board 
and piggy backed the new part on top. Or 
going to RS and buying a wire wrap socket to 
so that it could be soldered to the corroded 
stumps left behind, ending up with a “socket 
on stilts”. 

I got a reputation for being ‘fussy’ about 
my repair requirements, until those very 
same guys opened up their own ‘repair 
shops’ and got some of those beauties in to 
fix. I don’t hear much carping from them 
anymore. Eventually (after 15 years) I just 
stopped repairing boards and concentrated 
on manufacturing replacement boards. 

As the repairs shown in future columns 
progress it will be obvious that clean strong 
soldering is job #1. There are no shortcuts to 


good finished work but if you have the right 
tools and plenty of practice it can be learned. 
The first time you lay down that perfect sol- 
der joint you will know you're getting there. 
When the one next to it won't low—you'll 


know the cleaning wasn’t complete. 
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The Amusement Technology Specialists 


ELDORADO GAMES 
FLAT RATE BOARD EXCHANGES 


EOS - From Space Invaders to 
Champions 
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Amusements - All Bally, Stern and early 


Williams 
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GIES. 


Mastercara =] 


With JukeCD you can print title cards and 

make your jukebox look better than ever 
before. No more hand-written or typed title 
cards, only sharp custom-made title cards. 


Think Your Beloved Pinball Machine is Safe? 


Think Again! You Need 


Entering your CD collection is easy thanks 
to CDDB connectivity, which retrieves artist 
and track listings from the Internet. 


| FROM YOUR PC 


Create title cards of any size - design your 


JukeCD own or select from the included templates. 
for Windows Easily adjust text position and fonts. Multi- 
$59.95 on CD ple arrow options allow you to maximize 


$54.95 Download card space. Print on plain or perforated 


sheets. 


/]Print inventory reports, song lists, play lists 
=] and location lists. Archive all printouts for 
easy reuse. Dealers can add a customized 
information line on each title card. 


; Printing title cards has never been this easy 
| or affordable! 


The damage is done, With the leg removed, PinCab Protectors 
and it only gets worse the full extent of the cover up existing dam- 
with each additional damage to the cabinet age and prevent any 
game played! is visible. further damage. 


Protect Your Investments 
Order Today} 
www.PinballFanatic.com 
omenen, Mrpin@pinballfanatic.com 
such as this Addams Family Phone: 801-944-8505 


Electric Chair Hole Protector! 


Order via the W eRDone or online; 


Software available for 
vinyl jukeboxes. 


sales@lowprofilesoftware.com 


Sales 800.878.1630 


www.lowprofilesoftware.com 
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Go Ahead: 
Tell Us What 
You Really Think! 


Fill out the survey on the back of this page (or visit www.g 


the online version) for a chance to win one of several great prizes, including the grand 


ameroommagazine.com for 


prize: a complete set (19 volumes) of every issue of GameRoom Magazine ever pub- 
lished in digital format! 


Just answer a small handful of questions and youre entered! Were looking to give you 
more of what you want in GameRoom Magazine, and the only way we can do that is if 
we actually know what you want—so tell us! Whip out your pencil, fill in a few boxes, and 
send it in. You just might win a great prize! 


Grand Prize: 19-volume set of the GameRoom Digital Archives 

» 1st Prize: King of Kong Poster, Hat, and Copy of the August 
2007 issue of GameRoom, signed by Steve Weibe! 

- 2nd Prizes (7 in all): King of Kong Hat 

e 3rd Prizes (9 in all): King of Kong Movie Poster 


Enter Today 
Contest Ends February 1st! 


Enter Online: 
www.GameRoomMagazine.com 
or mail survey on the other side of this page 


Name: Entry Form Notice 


If entering by mail, please note GameRoom 


this top portion is your contest 


Address: entry, and will be detached once Magazine 
received—your survey answers 
" will be completely anonymous and 
City State np Lhe ae Reader Survey 2007 


Section 1: Demographic Information 


1) Gender? 3) Whatisthe highest level of education you have completed? 
Male Female |_| High School/GED 
|_| Some College/2-Year Degree 
2) What is your age? 4-Year College Degree or higher 
18-25 
26-35 4) Whatis your total household income? 
[ 13645 [_] Less than $20,000 
46-55 $20,000-$50,000 
|_| 56-65 $50,000-$100,000 
65 or higher $100,000-$150,000 
More than $150,000 
Section 2: GameRoom Magazine 
5) Favorite GameRoom columns? 7) What would you like more of in GameRoom? 
(Rank Your Five Favorite Columns from 1 to 5) (Rank Your Favorites from 1 to 5) 
GameRoom Mailbox Jukeboxes 
[_] GameRoom News by Mitch Gerson Pinball 
[_] Lost Arcade Classics by Kyle Snyder Arcade Video 
Tales of the Silverball by Rob Craig Slot Machines 
|_| The Wayback Machine by David Ellis [_] Collectibles 
Restoring Arcade Artwork by Michael Ford [_] Vintage Coin-Op 
|_| The Many Incarnations of... by Jonathan Imberi [ ] Modern Coin-Op 
t. J| Remember Them Well... by Bruce Moyer [_] Modern Home Gaming 
|_| TAFA Classic Arcade Flyer by Dan Hower |_| Classic Gaming Consoles 
[L] Auction Watch by Tim Ferrante and Scott Voisin |_| Game room decorating 
GameRoom of the Month How-To Articles 
|__| Coin-Op Confessions Repair and Restoration 
Scoreboards (IFPA and Twin Galaxies’ Records) Interviews 
The Last Word by Kevin Steele Advertisements 
6) How recently have you purchased something from 8) How would you rate the overall value of your GameRoom 
GameRoom’s advertisers? magazine subscription? 
This month [_] Excellent 
Within the last 3 months [_] Very Good 
Within the last 6 months [_] Good 
This year Fair 
Never Poor 


Suggestions or Comments? : 


Mail to: 
GameRoom Magazine 


12943 Kingston Way 
North Royalton, OH 44133 


Rev. 1 
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I Lemember 
Them wel a... by Bruce Moyer 


hen I eft off last column, I mentioned 

that I eventually sold my 2-player 
Magic Clock and bought a Gottlieb 2-player 
Flying Circus. Ironically, I played this Flying 
Circus at the same location I had played the 
Magic Clock before I bought it. I remember 
this game being on 3-ball play with replay 
levels being set at 600 - 800 - 900 - 1000 
points. It seemed that we could hit 600 
points readily enough to keep us there but, 
800 points meant that you had a really nice 


game and you certainly deserved any replays 
you won, up and beyond the 600 point level. 
But now, there was a new feature on this 
game which Gottlieb would use only one 
more time about a year and 
a half later on a 2-player 
named Sunset. It was 5 balls 
trapped in a loop in which 
the top ball would propel 
around the loop to the other 
side by a chain reaction. It 
would take a good and ac- 
curate hit to get the last ball 
around the loop. One side 
of the loop would be lit as 
special for 5 balls on the lit 
side, which would remain lit 
until it was hit for a replay. 
Then, the special light 
would move to the other 
side where it would remain 
until hit. Williams would 
use this feature on several 
games in the future, the first 
being 4-player Whoopee in 
October of 1964. This was 
the only time Williams awarded a replay for 
the 5 balls on the special when lit side. After 
that, the feature only awarded an extra ball. 
Now, let's talk about Flying Circus. 
Eyery time a ball is sent around the loop, 
100 points is scored. Considering you only 
needed 600 points on the game at the loca- 
tion in which we played it, 100 points was 
quite lucrative. When shooting the ball, the 
first bumper you might encounter is a yellow 
passive bumper worth 5 points. While 5 
points doesn't seem like much, if you've lost 
out on a replay by 5 points as many times 
as I have, you'll appreciate every 5 point hit 
you can get. The big thing about this 5 point 


bumper was that if you hit it the right way, 
itd break the momentum on the ball and 
you'd have a good chance of rolling down 
into a 30 point rollover. Each side of the mid 
playfield has 2 green colored pop bumpers 
which score 1 point or 10 points when lit. 
These green pop bumpers are turned on and 
off by hitting the cyclonic kickers at the bot- 
tom of the playfield. The left side lights them 
and the right side turns them off. When lit, 
the green pop bumpers alternate in such a 
way that only one on each side is lit at any 
time. You would think that you could pile 
up the points by getting up to these pop 


bumpers when they are lit but, this is where 


CHAIN REACTION BOOSTER BALL i 


mentum off of the cyclonic kickers and the 
ball will be propelled into a ball in the loop 
which will send a ball around. Then, you 
have two gobble holes which score 50, 100 or 
150 points as indicated. This takes us back to 
the top of the playfield where your shot off 
the plunger now takes on a skill or strategic 
mode. You may not want to hit the 5 point 
bumper or come down a 20 or 30 point 
rollover because they put the score motor 
in motion and this will change the value of 
the holes. You only want to change the hole 
value if it benefits you in the event that you 
drop the ball in one of them. The idea is to 
have the holes lit for 150 points so it may be 
to your advantage to 
come through the 10 
| point rollover so you 
do not change the hole 
value. It's these kinds of 
strategies that separate 
the good players from 
the not as good players. 
Last of all are the 
outlane rollovers. They 
alternate to score 100 
points when lit. 100 


Look at these location tested features 
© Drop-in holes score 50 to 150 points 
© Rollovers score 10 to 100 points for high score. 
= On-Off cyclonic kickers light olternating pop bumpers 


points is much easier to 
digest than 10 points 


^ Motch feature 


1140-50 N. 


the designers were clever—if you hit the lit 
bumper for 10 points, you would obviously 
hit a 1 point bumper next which would 
change the bumper you just hit for 10 points 
back to unlit for 1 point. The 1 point hit off 
the pop bumper would change it to lit for 10 
points but before the ball got back to it you'd 
hit another 1 point bumper which would 
turn it off again so it was only worth 1 point. 
(Confusing, isn’t it?) In turn, it looks like 
you are getting a lot of 10 point hits, but you 
are mostly getting 1 point hits. 

The captive ball loop is most enticing, but 
you are flirting with disaster when you flip 
for it. There are times when you get mo- 


© 3 or 5 ball play 


TOMORROW'S DESIGN TODAY! 
= igh, wide ond handsome canted light-box = STAINLESS STEEL moldings 
© Sporkling plated legs ond front door panel = Hard chrome finish corner costings 


XE New "Herd.Cote" Finish Extends Ployboord life to on All-Time High! 


but anything is better 
than an exit between the 
flippers. 

Allin all, this game is 
a good playing game and 
when they finally came 
to take it out and put in 
another game, I just had 
to have it. The only change I made was con- 
verting it to 5-ball play and setting the replay 
levels at 1200 - 1300 - 1400 - 1500 points. 
Gottlieb had long since done away with the 
10 replay double match and, needless to say, 
I missed it dearly. However, Williams would 
use it for a few more years. We had a lot of 
fun with Flying Circus and it stayed with 
me for quite a while because I kept it when I 
bought a Gottlieb 2-player Preview. Yes, we 


would now become a 2 game household. I 


will tal < about Preview in my next article. It 
would be just another game among the many: 
I would encounter over the years to come, 


Yes, I Remember Them Well! GR 
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incarnations 


by Jonathan Imberi 


The Many Incarnations of Gauntlet 


This article is part of a series I call “The Many Incarnations of...,” which 
chronicles the different game titles that have been released over the years 
featuring a central character or theme. Pac-Man is here to provide “color 
commentary,” and Professor Pac-Man is on hand with interesting tidbits 
of trivia about each game! 


Gauntlet 


From the Flyer: Gauntlet incorporates 


many of the attractive characteristics of 
today’s popular fantasy role-playing games. 
The medieval theme provides an exciting 
setting for players to act out fantasies of non- 
stop combat and conquest. Four quarters 

at once! Gauntlet is a revolution! It’s a new 


multiple-player add-a-coin concept that 
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brings operators maximum earnings power. 
Up to four players can play at the same time. 
New players can enter a game in progress at 
any time. The cast of characters — The heroes: 
THOR the Warrior, THYRA the Valkyrie, 
MERLIN the Wizard and QUESTOR the 
Elf. The Villains: Ghosts, Grunts, Demons, 
Lobbers, Sorcerers, Death, The Thief. The 
action begins as the player(s) choose a 


character to portray and enter the game by 
depositing the correct amount of coins in 
the slot corresponding to each of the four 


heroes. Each of the four ch rs has many 


unique capabilities. For example, THYRA 
the Valkyrie has strong armor, THOR the 
Warrior is skilled at hand-to-hand combat, 

QUESTOR the Elf has the fastest speed, and 
MERLIN the Wiz 
fast action play 


rd, the best magic. Super 
s cooperation. The 


object of the game is to survive the monster 
attacks for as long as possible while compet- 


ing for food, treasure and magic potions. 


Players must also search the maze to find the 
exit to the next level. Playing as a team gives 


players the best chance for survival. How 


long a player lasts depends upon the player's 
“health.” Health is lost by contact with the 
monsters and as a function of elapsed time. 
A hundred different mazes! Gauntlet has 
unlimited play depth. At level one, players 


will find exits going to other levels. Players 


may choose to exit level one and jump as far 


ahead as level 8. On level 8 and beyond, play- 
ers will find themselves on any one of over 
one hundred different mazes. More options, 
more profits. Comprehensive coin account- 
ing and statistic package in self-test. Auto 
High Score Table reset. The Table will au- 
tomatically be reset to the factory scores and 
initials after every 2000 games, but no less 
than 200 games since the last player entered 
initials. Eight different difficulty settings. 
Thirty-two different health-per-coin settings 
ranging from 100 to 2000 units. Initial buy- 
in can be set for 1, 2, 3 or 4 coins. 


Sure wish | could have been joined by the Ms., 

Super Pac-Man or Junior. That would have 
evened the odds in the old maze don’t ya think? Wocka! 
Wocka! 


From the desk of Professor Pac-Man: 
Gauntlet revolutionized the concept of 
in-game speech. The essence of the Dungeon 
Master himself would guide players through 
the leve 


s, informing them that ‘Elf needs 
food, badly’, or that ‘Blue Wizard is about to 
die’. The Dungeon Master also offered advice 
and witticisms like ‘Don’t shoot food’ and 
‘Tve not seen such bravery!’ 
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From the Flyer: The phenomenon contin- 
ues. All new game play featuring over 100 
new mazes, more new monsters and unique 
player objectives. Including the original 
outstanding Gauntlet buy-in and add-a-coin 
features to encourage multiple coin play. 

All new game play! In addition to over 100 
new maze layouts, many randomizing maze 
eatures have been included to provide fur- 
ther variety for players. There are several new 
eatures and hidden strategies to be found 

in each maze. Players will especially like the 
additional game play objective of Gauntlet 
I's Secret Rooms. By completing a special 
secret trick a player is allowed to enter the 


Secret Room. (The other players in the game 


are temporarily suspended from play). If he 
completes the task he is given, the player is 
rewarded with a large bonus score as well 

as permanent potions and food. All of the 
original Gauntlet opponents remain with the 
addition of many new creatures. Among the 
newest adversaries is the Dragon. The fire- 


breathing Dragon is found guarding the exit 
to the maze and requires several direct hits 


to overcome. By slaying the Dragon players 
are rewarded with a permanent potion and a 
bag of treasure. At the start of the next maze 
there will be a hint on how to find the Secret 


Room. Players will find several new potions 


to collect as well as all of the original potions. 
Experience will tell the pla 


yer which potions 


provide the greatest advantage; some potions 
may not be beneficial depending on the 
situation. On Gauntlet II, a player can now 
choose his favorite original Gauntlet char- 
acter even if that hero is already in play. The 
four characters are color coded so there can 
be as many as four Warriors (or any other 
original character) in play at the same time. 


È: | can do four different colors too: Red - when I’m 
mad, Blue - when I'm sad, Green with Envy and 
Yellow - well, what can | say, it’s natural. Wocka! Wocka! 


From the desk of Professor Pac-Man: Atari 
held a promotional competition in 1986 that 
coincided with Gauntlet II's debut. If the 
player followed the instructions the game 
gave them before entering a secret room, 

the player would be greeted with a screen 
explaining that they had been awarded extra 
points and inviting the them to enter his 

or her name. A six-digit code would then 

be given which the player could put onto a 
competition entry form. The first 500 entries 
drawn won Gauntlet II T-shirts, plus a 
chance of winning a $5000 savings bond. 


Gauntlet Legends 


From the Flyer: Taking the world by storm. 
Gauntlet Legends. You've never seen any- 


thing like it. Amazing. Bold. Deep. Beautiful. 
The Warrior’s wrath cuts deeper than the 
mightiest blade. With nerves of steel, beware 
the fool that crosses the Valkyrie. Powerful. 
Innovative. Addictive. The Archer will not 


stop until her homeland has been restored. 
The heat of the burning sun is no match 

for the Wizard’s fire. 35 unique power ups. 
Secret characters. Sth bonus world! Run the 
Gauntlets. Two great configurations give 
you the maximum earning power. Features: 
stations, four incredible worlds, 


four player 
countless secrets, over 50 unique enemies, 

5 amazing boss characters and awesome earn- 
ing potential. 


Okay Prof, | can’t put this off any longer, what 

the in the name of Blinky is a Valkyrie? And 
don't say ‘a female warrior’ or next time | just may 
chomp first and ask my question later. Wocka! Wocka! 


From the desk of Professor Pac-Man: 
Valkyrie—from Old Norse ‘valkyrja’ which 
translates literally as ‘chooser of the slain’; 
one of the 12 war 


-maidens who escorted the 
brave dead to Valhalla. 


Gauntlet Dark Legacy 
— Suit Ad 


SO ZA [AVE 1 RAS 
From the Flyer: Adventure beyond the 
legend... Gauntlet Dark Legacy. Step into the 
world of Gauntlet: Dark Legacy and prepare 
for an adventure. Built on the strength 
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of Gauntlet: Legends, Dark Legacy takes Castle Realms have been updated to match 


the action to a new dimension with new the depth and complexity of the four new 


characters, new realms, new combos and realms... Ice, Town, Sky and Dream. There is 


improved graphics. Four new char- also a bonus Battlefield Realm. Multi-player 


acters join forces with the original gameplay has been enhanced by allowing two 


four Legends characters to players to work together to activate special 


explore and battle their moves with new combos. In addition, Dark 


way through eight Legacy is full of secret codes and passwords 


realms of gameplay. that give special access to alternate characters 


The Mountain, and many other surprises. Take the thrill 


Desert, Forest of the Gauntlet legend to a whole new level 


and with Gauntlet: Dark Legacy. 


As if having four characters to choose from 
ugh, they decided to go and add four 
has the daunting ta 


r, a Valkyrie, a Wizard, 


wasnt 


ITI) f choosing 


and rceress! Wocka! Wocka! 


From the desk of Professor Pac-Man: 
Starting in 1998 with Gauntlet 
Legends the game's characters were 
made a little more sexually bal- 
anced by changing Questor 
the Elf character into a 


female Archer. 


Beyond Ihe Arcades 


e Gauntlet: The Third Encounter - 1990 
e Gauntlet HI: The Final Quest - 1991 

e Gauntlet IV- 1993 

e Gauntlet: Seven Sorrows - 2005 


Suddenly | hear a strange voice that declares 
it, that 


"Pac-Man needs food badly!" —oh, wa 


Was just my stomach. Wocka! Wocka! 


This article is only a listing of known unique g 


les. It does not r clones eased titles, 


various platforms the titles have appeared 


eant to be an all-inclusi ence listing, 
ational offering it 
was intended to be. Game descriptions, game titles and 
registered trademarks mentioned herein are properties 


of their respective owners 


Want to see an Incarnations article done on your 
favorite video game character or title? Please submit 
your idea to info@gameroommagazine.com 


United Distributors, Inc. 


420 S. Seneca - Wichita, Kansas 67213 


Authorized Distributor 


©Califon Productions, Inc. Wheel of Fortune is 
a registered trademark of Califon Productions, Inc. 
All rights reserved. 


Wheel of Fortune 
Black Spider-Man 
Simpsons Pinball Party 


316-263-6181 


united1995@aol.com www.united420.com 


ame Hestoration 


New Old Stock Pinball and other games, 
still sealed in their FACTORY BOXES! 


Williams BLACK KNIGHT - 1980 

Williams ROBOTRON cabaret & c/t (video) 

Interflip DRAGON (ElectroMechancial pinball) - 1977 
Recel LADY LUCK (EM pinball) - 1976 

Recel ICARUS (EM pinball) - 1977 

Sonic BUTTERYFLY (EM pinball) - 1977 

Fischer SKYHAWK mid 70s home pinball - $295 each! 
BIO-RYTHM & ASTROLOGY (paper tape!) - 1975 
Vectorbeam SPEED FREAK (video) - 1978 

Americoin JUNKYARD (EM crane style) - 1976 

Allied Leisure MONTE CARLO (EM skill tipping) - 1975 
More on web site! 


Time Travel Warehouse Parts Department 


ADP Allied Leisure, Americoin, 
Amshuffco, Atari, Bally, Bert Mills, 

Best Of 7, Bio-Rythm, Brenco, Centuri, 
Chicago Coin, Exidy, Gottlieb, Hebel, 
Interflip. Irving Kaye, J. F. Frantz, Kasco/ 
Kansai Seiki, M.C.I., Midway, Motorola 
Monitors, Nutting, NSM, Recel, Rene 
Pierre, Seeburg, Sega, Scorpio, United, 
U.S. Billiards, U.S. Leisure, Williams, 
Wurlitzer. 


(Full list is on flippers.com) 
ChiCoin, Midway, Recel, Sega, Interflip, 
Williams... 


John's Jukes Ltd. 


2343 Main Street 
Vancouver, BC 
CANADA VT5 3C9 / 
(604) 872-5757 Á 
jrr@flippers.com 
m 


IWWW:flipDers.com 
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7711 


achine by David Ellis 


The Best Laid Plans... The Early Days of Atari 


Ecg who is into classic video game 
collecting has probably followed, at least 
peripherally, the current state of Atari. Atari 
has been through a lot of changes through- 
out the years. The little company that was 
founded in 1972 by Nolan Bushnell expand- 
ed from a relatively small operation into the 
fastest growing company in the world in the 
early 80s. The most explosive period of this 
growth took place under ownership of War- 
ner Communications, who had purchased 
the company from Bushnell in 1976. 
When the video game industry crashed, 
Atari began a slow slide into oblivion. First, 
in 1984, Warner sold off the home video 
game division to Jack Tramiel, founder of 
Commodore International. Tramiel’s Atari 
was known as Atari Corporation, while 
Warner retained the coin-op division und 


Q 


the name Atari Games. 
The two pieces of Atari continued to go 


their separate ways. Atari Games changed 
hands several times until it was eventually 
purchased by Midway. In 2001, when Mid- 
way decided to abandon the arcade industry, 
the doors were closed on Atari Games (by 
then known as Midway Games West) forever. 
Atari Corporation remained under the 
control of Jack Tramiel until 1996, when 
Atari was merged with JTS, Inc., a manu- 
facturer of hard drives. JTS foundered soon 
thereafter, and the rights to the Atari home 
products was sold to Hasbro Interactive, the 


entertainment software division of the vener- 


able toy company, for $5 million. (According 
to Nolan Bushnell, who spoke at the 2003 
Classic Gaming Expo in Las Vegas, he had 
made an offer to purchase the rights as well 
but was turned down.) 

Hasbro Int 
to exploit some of the Atari properties. They 
also employed the Atari name for brand- 


ractive made a few attempts 


ing purposes, tagging all of their action and 
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arcade titles (whether they were based on 
original Atari properties or not) as Atari 
games. 

Hasbro Interactive ran into financial 
problems in 1999, and was eventually sold to 
the French entertainment software company 
Infogrames. Starting in 2003, Infogrames 


' and spun off its US 


reorganized the compan 


called 


division as a separate division that w: 


ATAR 


“So, we played 
hard... our parties 
were legendary. But 
don't think we didnt 
work hard, because 
there was some great 
product that came out 
of Atari.” 


Atari, Inc. Needless to sa 


y, Atari has had 


quite a history 
Of course, this succession private and 


corporate owners was never the intent of 


Bushnell and his partners when Atari was 
originally founded. The initial success that 
Atari enjoyed after the release of their first 
arcade hit, Pong, had the owners thinking 
about the future—and setting off down the 
path to eventual success in a rather offbeat 
manner. 
At the 2007 Classic Gaming Expo (CGE), 
after discussing his role in the development 
of Pong (chronicled in this column in the 
September 2007 issue), designer and engi- 
neer Al Alcorn talked about the post-Pong 


era at Atari, and Bushnell’s grand plans to 
grow the company. 

“By 1973... we were doing quite well,” said 
Alcorn. “Our goal was to be as big as Bally. 
Bally Corporation was a company that Nolan 


the 


biggest in the industry. And by this time, we 


really admired, and Bally Midway ws 


were as big as Bally. And, what next?” 
“What next?” was something that Bush- 
nell had obviously been thinking about. 
In August 1973, he issued a memo to the 
engineering department that laid out his 
grand plans for the growth of Atari. At CGE, 
Alcorn showed a scan of the original memo, 
which appeared on Syzygy letterhead. 
“We had long since dropped the name of 
Syzygy, we were Atari,” said Alcorn, “but 
ecause we had so much of this letterhead 


printed up we kept using it internally.” 
Alcorn explained that Bushnell’s desires 

were often at odds with the reality of the 

company at the time. 

“Nolan and I had this running battle. 

olan wanted all this stuff, and we had no 

manufacturing capacity and nota lot of 


money; he said. “This was the time of Nolan. 


He wanted everything." 

"Ihe memo read as follows: 

In accordance with a concise business plan, 
the following is the charter for Engineering: 
1. Havea minimum of 4 acceptable produc- 


tion ready machines by December 31, 
1973, in excess of the production needs. 

2. Have a design and manufacturing set 

up for a Chicago type coin door A.S. A.P. 
(Chicago Type coin box) 

3. Have sufficient staff that at least one en- 
gineer can be assigned to “emergency proj- 
ects” without upsetting major schedules. 

4. Havea custom installed 20 player Gotcha 

for show this fall at ILA.A.P. 

Packaging for Doctor Pong. 

6. Packaging and PC. for color 
modulated consumer Pong. 

7. Develop staff to provide game 
documentation and manuals, 
parts order catalogs, etc. for a 
more finished type machine. 

8. Design a booth for the Novem- 
ber M.O.A. 

Every effort should be made to 
develop adequate staffing to handle 
this work load. 

Statements concerning our manu- 

facturing capacity are inapplicable to 

the above design schedule. 


tA 


As he read the memo to the 
CGE audience, Alcorn provided a 
running commentary. First, accord- 
ing to Alcorn, the 'concise business 
plan' Bushnell referred to didn't 
exist. The fact that all of these goals 
were to be met within a six-month 
time frame didn't seem to phase 
Bushnell, but it definitely raised 
eyebrows among the engineering 
staff. 

A few of he requests, like the 
20-player Gotcha machine, were 
totally unrealistic. The home Pong 
game was also cause for great 
concern, 

"Item six on his list—this is like a 
new industry!” he said. “[and] it’s number six 
on his list!” 

Other items Alcorn conceded were defi- 
nitely were not only doable, but were defi- 
nitely a good idea for the growing company. 
This was especially true about the seventh 
item on the list, better documentation. 

“It was funny, we were so amateur,’ said 
Alcorn. “As long as you are building only 
one thing, you don’t get any documentation, 
{you just] build that thing. But the minute 
the next game came in the pipeline, all hell 
breaks loose. Does this part go in this game 
or that game? So we had to get documenta- 
tion.” 

Another item that was accomplished from 
the list was the booth for the November 


M.O.A. (now the AMOA—Amusement and 
Music Operators Association) show. 

"We did design the booth, and it almost 
set the place on fire,” Alcorn said. “The fire 
marshal made us pull it. We couldn't even 
bribe him in Chicago, that’s how bad it was.” 

However, by and large, Nolan's memo 
(his instructions not to let the company’s 
manufacturing capacity stand in the way not 


The infamous 1973 engineering memo from Nolan Bushnell 


withstanding) seemed unrealistic to Alcorn, 
who immediately responded with a memo of 
his own. 

“The memo I sent back was to Nolan 
Bushnell from Engineering,” Alcorn said. “[Ie 
said], ‘is the fact that we have no money a 
reason not to do some of these things?’ And 
Nolan took that memo and wrote on it in big 
marker, ‘NO! 

“Ok. So, I figured the toughest one on the 
list—and the most fun one—was going to 
be the consumer Pong. So, we went off and 


did it, and I gave coin-op engineering over to 
Steve Bristow who had to deal with the rest 
of this list.” 

Bushnell’s gung-ho style was definitely not 
typical of company owners and managers at 


the time, but there is no doubt that his drive 
and his tendency to demand the impossible 
from his employees was certainly key to the 
early growth of Atari. 

“Nolan would push,’ said Alcorn, “he 
would not take no for an answer, and he 
drove. He didn’t get everything he wanted 
but he created a whole industry doing this, 
whereas traditional management wasn’t go- 
ing to create video games.” 

Also, according to Alcorn, the 
uncompromising side of Bushnell's 
management style might well have 
influenced another up and coming 
technology leader’s methods. 

“This was about the time that 
Steve Jobs came to work for us,” 
remembered Alcorn. “Steve was in 
engineering when this was going 
on, and would see the interaction 
between me and Nolan.” 

The untraditional style of 
management at Atari carried the 
company along for several more 
years. The home version of Pong 
was a great success despite the fact 
that the company had, up until that 
point, had no experience whatso- 
ever in manufacturing, marketing, 
and supporting consumer products. 

Interestingly enough, it was the 
success of the consumer division 
that eventually led to the end of the 
Nolan Bushnell era at Atari. 

“The consumer business was 
growing so rapidly we had to get 
money,’ said Alcorn. “We actually 
tried to go public, this was in ’76. 
[But] the market went sour and, 
long story short, in November of 
76 we sold to Warner.” 

The hard-nosed side of Bush- 

nell that Alcorn’s memo at CGE 
showed was certainly not the only side of 
Atari’s founder. Probably better known was 
Bushnell’s tendency to create a casual atmo- 
sphere that he felt was the best way to ensure 
that the hard work he demanded got done. 
Bushnell’s fun-loving attitude continued 
right down to the end of his reign. Accord- 
ing to Alcorn, even the paperwork for the 
Warner takeover was, shall we say, unique. 

“When we sold to Warner, we actually had 
an exec staff meeting in the hot tub,” he said. 
“The attorney would not get in, he wasn’t 
that kind of guy. Nolan had him bringing 
papers up all the time and it was a lot of fun.” 

Obviously, video game companies have 
changed quite a bit since Nolan Bushnell 
left Atari. There is a lot less “game” and a lot 
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more “company” these days. But, somehow, 


Atari was able to make a mark and get the 
ball rolling for an entire industry before the 
corporate influence began to take center 
stage. 

“Atari was clearly a product of the 60s,” 
Alcorn said. “We took risks. We knew the 
worst thing we could do was tank Atari. We 
could kill the whole company. And if that 
happened, we could go back to Ampex or 


someplace and geta job, and wed be okay. 


We just took these risks, and what the hell... 


we had fun doing it. 
“When we did the consumer stuff, we 
risked the whole company. We said, ‘why 


not. I remember the attorney... he was just 


frazzled, he couldn’t stand it that we would 
take these risks. 

“But it was fun. We were not afraid of 
failure. Ifyou remember at that time, the 
Cold War was going on. Anybody could die 
from a nuclear blast tomorrow anyhow, so 
what the hell? 


“So, we played hard... our parties were 


legendary. But don’t think we didn’t work 


hard, because there was some great product 
that came out of Atari.” 
Alcorn admitted that they made some mis- 


takes in the ear! 


little-known consumer product designed 
in 1976 that created visual imagery on a 


television based on input from a stereo—as 
an example. However, Alcorn sees the ability 
to rise above failed products as an indication 
of how well the company’s unconventional 
structure functioned. 

“The reason that Atari was able to be so 
creative under Nolan was we could make a 
complete flop, a complete failure like Video 
Music and, six months later, introduce a 


product called the VCS, which was a great 
product,” he said. “And not one person got 
fired or demoted orin any trouble because of 
Video Music. It just didn’t work. 


“Nolan would always say, ‘don’t give me 
any focus groups or market testing; I can 
take a product to the market cheaper and 
find out than I can by testing it? That was his 
philosophy. We were not afraid to put new 


products out.” 


z days, citing Video Music—a 


Alcorn attributes the shift from this phi- 
losophy under Atari’s corporate buyers to the 
eventual downfall of the compan: 


“At the end, the reason Atari failed was un- 


der the Warner management, Ray Kassar and 


his team, they were so afraid of introducing a 
new product and that product might fail and 
look bad on them, that they never produced 
a new product at all,” he said. “And here they 
had a billion dollars in revenue, and they 
could afford to make a hundred mistakes in a 


row and it wouldn't be a problem at all. But, 
in fact, they never released anything. There 


were lots of great things invented at Atari, 
but none of them got out the door.” 

"Today, most of what Atari was in the early 
days lives on only in the hearts and minds of 
collectors. The new incarnation of Atari had 


some success with their retro products, like 
the Flashback consoles, but the company is 
in a serious downward spiral. The company 
has been steadily losing money over the last 
couple of years, and it looks as if the Atari 
name might once again disappear from the 
public eye in the near future. 

But, if history is any indication, Atari 
won't go away forever. Although it might 
never again rise to the prominence it had 
when the company was one of only a handful 
of video game manufactures in existence, the 
strong legacy of Atari—which was built on 
the unconventional foundation of crazy de- 
mands and hot tub board meetings—ensures 
that Atari will always be a part of the fabric 
that is the video game industry. GR 
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“Ohio Residents Please add 7.75% Sales Tax. 


Looking for the Perfect Game Room Art? 


How about a Nice C 


Í % 


Hand-carved custom game room signs by artist Melissa Jones 


(Featured in the February 2007 issue of GameRoom Magazine) 


Have Melissa carve your own 
custom sign, or choose from 
dozens of unique designs! 


GameRoom Readers save 20% 
with GI o *) code: GR20 


NiceCarvings.com 
(218) 206-2700 


Custom Jukebox 
e» Sound 


Building the Jukebox of your Dreams 
ip 
A 


- Tu _ If you can dream it, 
E we can build it! 
ay Wis J 1. ChooseaJukebox 

Pick a cabinet color 
Pick the music 
source (CD mech or 
fully digital) 

We can upgrade . Upgrade the sound 


your 45 Juke system (optional) 
with a custom CD 


mechanism 


Coming soon for 70's to 80's Seeburg Jukeboxes: 
Seeburg Do It Yourself CD Conversion Kit for all models — 
Seeburg Do It Yourself Computer Conversion Kit 

(With or without computer for all models) 


Large inventory of used CD and 45s Jukeboxes to choose from 
Full inventory and prices at jukebox4u.com 
For any information contact Rich at Cjas@comcast.net 


An SMC1 45 Converted to a 
fully.digital hard drive-based 
music system 
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Rob "Craig's 


Tales:of spe 


ilver am 


Theme Collecting 


TE it interesting how we tend to group 
things together? Throughout life, I've 
collected things, and later decided to put 
them into thematic groups, going further to 


seck and collect similar items. Why do you 
suppose we find similarities in things and 
try to put them into groups? Maybe it has 
something to do with the scope of some of 
the collectibles out there. Take music as an 
example. How difficult and expensive would 
it be to collect a copy of every vinyl 45 that 


was ever made? Maybe we can't digest ever 


obtaining that much of something, and so 


feel compelled to sub-divide it into catego- 
ries and groups that make sense to us, and 
give us maximum pleasure. 


In my toddler days, my collecting nature 


probably started with something easily 
attainable, like rocks. But later took on a 
financial vein with my parents when I turned 


to Hot Wheels cars and sports cards. At 


this point, I realized that I couldn't have 
everything. They couldn't afford it, I couldn't 
afford it. That 


bit. It was no longer ‘any’ Hot Wheels car, 


caused me to break it down a 


it was a sports car with a huge engine and 


chrome wheels. With sports cards, I drilled 
down to Topps Football cards only. I’ve 


collected music by genre, artist, and format; 
video games by genre and even by platform (I 
blew a ton of money away on my Dreamcast 
game collection). And outside of pinball, I 
find myself planting this same crazy idea in 


the minds of my kids. As the genetic code 


confirms, they too have started collecting 


things. 


With pinball, the same theory of why we 
collect in sub-groups might be true for a lot 


of us. Pinball machines are expensive—very 


expensive. Exploring the differences in 


pinball is a large part, if not the primary 
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purpose for adding machines to your collec- 
tion. Finding these on the cheap is the hard 
part. Going after older or broken machines 


might be your starting point. "There are many 


themes to discover in EM and early solid 
pinball so no need to think that it takes a lot 
of cash to reach the pinnacle of your pinball 

discovery. Once you find that particular type 
of machine that you like enough to build : 


collection around, the sickness of pinbal 
addiction will begin. And what is the result 
of it all? An awesome sight when you line 
up your growing pinball machine collection, 


especially when you pan across and see the 


overlapping similarities. I've found it difficult 
to decide upon how my machines will be 
organized. If they weren't so darn heavy, I 
would change my lineup every month! 

At first glance, it might appear that pinball 
only offers a few thematic opportunities. But 
as you read on, the themes are almost endless 
and go much further beyond electro-me- 
chanical and solid state. 

Some of my EM collector friends find 
themselves on the hunt for machines that 
fit an EM specific criteria. For example, 
wedge-head Gottlieb are very popular (Egg 
Head, Gigi, Ice Revue, many more). As if 


there weren't enough of those to seck, the 


head collecting grows further with some 


when they add the Chicago Coin wedge 


heads (Kicker for example) in their quest. 
Then there is the reverse wedge-head variety 
made by Williams in the 605 (Vagabond, Big 


Deal, more). There are some that on y collect 


single player machines, while others collect 
add-a-ball varieties (those machines built 
for parts of the world that considered free 


credits as gambling winnings). One of the 


most popular add-a-ball types to collect are 


Gottlieb single-player machines, which also 


happen to be wedge-heads! You could even 
go after the Bally ‘convertibles, machines 
built to be easily converted from credit 


winners to add-a-ball players. Going further 


back are wood-rail's—pinball machines with 


wooden side rails instead of steel (ex: Queen 
of Diamonds). One of the more odd theme 
ideas that a dear EM collector friend admits 
as being wide open is the early 60's Williams 
machines that featured ‘dining table’ legs 
(BoBo, Jungle, Magic Clock). 


In my earlier days of pinball collecting, 


I started to focus on late 70’s and early 80's 


solid state pinball. This is what I spent the 


most time playing asa kid. It was affordable 
and a natural start to the collecting mad- 
ness. But within a year, I started looking at 
Gottlieb System 80 machines with strong 
interest. Here we have an e 


nple of collect- 
ing by electronic board system. Back then, I 
discovered that people were collecting large 
numbers of these machines, even going as far 


as trying to obtain every System 80 title that 


was built (over 50 machines!). Of course, you 
could drill down even further and collect just 


System 80 variations like the original board 
set (13 machines), System 80A (20 ma- 
chines), or System 80B machines (about 20 
machines). The other manufacturers have a 
similar, if not larger fan base. There are those 
who love Williams machines from System 3 
to System 7, and Bally solid state fans who 
gobble up any of the -17' and ‘-35’ machines 
of which there are many. This of course is just 
a small sample. There are many other board 
sets by these and other companies that could 
be grouped together. 

Many collectors don't find allegiance with 
asingle manufacturer. In theme collecting, 


I've found collectors that have groups of 


solid-state machines that all contain speech, 


a’ 


y the vintage flavor when the technol- 

ogy was new and had a limited vocabula 
non, Black Hole) 

approach is the showcase of multi-level 


(Blac 


tor, more). I’ve found my 


Another 


Knight, Haunted House, 
jllection lean- 
ing heavily towards widebody machines at 
one point(over 70 of them). 

There are many more ways to single out 
machines; like those with no popbumpers 
(Swords of Fury, Judge Dredd, No Fear, 
more), those with zipper flippers (Nip-It, 
Fireball, Medusa, about 20 more!), or those 
with mechanical animation in the backglass 
(Heat Wave, Central Park, Bad Cats, Cata- 
comb, Title Fight, and over 100 more!). You 
can get even more obscure by focusing on 
machines that had magnets (Black Knight, 
Twilight Zone, Guns N' Roses, Last Action 


Hero, more), machines with a launch button 


and no shooter (Revenge from Mars, Judge 
Dredd, others), or machines with a gun 
instead of a shooter or button ( Terminator 

st Action Hero, Indiana Jones, others). 
Dare I leave out the movie-themed collector? 
Ramping up in the 80's, the industry began 
to supply a large assortment of licensed 
movie themes, which continues to grow 
larger each year. 

Probably one of the more common themes 
in pinball collecting is the collection that 
celebrates the designs of a specific person. 
This can be a staggering number of machines 
in the case of designs by Steve Kordek, Harry 


Williams, Wayne Neyens, and others that 


designed over 100 machines. Indeed, some 


people have the real estate and stamina to 
go after such a collection. There are designer 
themed collections that are a little easier to 


obtain such as John Trudeau designs (Spirit, 


Rob Craig's Super Pins 


Chicago Cubs Tri y 
Black Lagoon, over 30 mor y 
(Pinbot, Fire!, Dirty Harry, ove 
more),or John Popaduik designs (World 
up Soccer, Theatre of Magic, Tales of the 
rabian Nights, 2 more). Or you could go 
after ex-Williams active designers and keep 
up with their latest creations as they come off 
the Stern manufacturing line. These would 
include Pat Lawlor (latest design — Family 
Guy), Steve Ritchie (latest design - Spide 
man), or Dennis Nordman (latest design 
— Wheel of Fortune). 

For those that find themselves attracted to 
specifc pinball art styles, you might consider 
collecting around your favorite artist. There 
are literally hundreds of machines that have 
featured pinball art from George Molentin, 
An easie 


Roy Parker, and Gordon Morisor 


quest for art collecting might be that of mod- 
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ern artists like Paul Faris, Tony Ramunni, 
Doug Watson, and John Youssi who have a 


history between 25 and 30 unique titles each. 


There are high-end collections, where 
machines have to be unique in a certain 
way to earn a place in the collection. Rare 
machines with low production numbers are 
hard to get, and make the collection all that 
more amazing to view and difficult to build 
upon. There are also prototype collections, 
machines that were ‘test samples’ of earlier 


concepts. Often times, owners of these 


machines will have a production machine of 
the same name right next to their prototypes 
to show the clear and distinct differences 


between the two. You have to be wealthy, 


lucky, or maybe a combination of both to 

gain a collection of machines of this caliber. 
There’s almost no end to the unique 

ways to group machines. Most collectors 


I know (myself included) target 


these groups and pick some of the orites 


of each. Then when the opportunity 
they start lining them up into some crazy 


order again. After a few years, they find new 
ways to incorporate different machines in a 
whole new lineup. 

I can't end this column without acknowl- 
edging that there are pinball collections 
that have little thematic flow. For example, I 


knew a collector that once had a lineup of 


seemingly random machines. A Data 
Hook, Gottlieb Charlie's Angels, Alvin G's 
Mystery Castle, Bally Motordome, Gottlieb 
Cue Ball Wizard, Bally Captain Fantastic, 

and a Gottlieb EM wood rail (title has left 

me). For the owner, it was a nice sp 
machines from different era’s of pinball, the 


ad of 


beginning of his collection. So theme collect- 
ing isn’t something we all do in the begin- 
ning, but it can make your pinball discovery 
experience a lot more fun. And so it did with 
him as well. Many were sold, many more 
were bought, and the row of machines today 
is amazingly lined up first by the size and 


style of the backbox, then by manufacturer, 
and then by year. It’s an attractive, organized 
display of pinball history! 

Ifyou have an interesting themed collec- 
tion ‘all lined up; take a snapshot and send 
me a picture with your name, city, and state. 
Maybe I'll bribe Kevin to dedicate some 
space for the most amazing pictures in an 
upcoming issue of GameRoom Magazine 


and you'll be famous for a month! (Also, take 
advantage of the Advanced Search features 
of www.ipdb.org to find more interesting 
pinball commonalities!) 


Rob Craig (popbumper@gmail.com) 


Zygmunt & Associates 


Distributor for the Deutsche Wurlitzer Grb H 1015 “One More Sine" Jukebox 


The design of the classical “1015” has the latest technology of a 
modern jukebox. Its transistorized stereo amplifier, with automatic 
level control and electronic overload protection, produces 200 
watts of music power of the best hi-fi quality into six speakers of 
the three-way stereo system. It plays 100 selections on a superb 
Shure magnetic pickup. Back illuminated rotating color drums and 
bubble tubes generate illumination effects. 


The Deutsche Wurlitzer GmbH ONE MORE TIME is optionally 
available with infrared volume control, bill acceptor, and wall 
speakers. 


Why settle for an imitation when you can have the real thing? 


We Ship Anywhere 
We Also Buy & Sell Slot Machines! 


Email: ZYGM1015@aol.com 


Frank Zygmunt 
POB 542 — Westmont, IL 60559 
Ph: (630) 985-2742 — Fax: (630) 985-5151 


Call or Write For Literature! 


Available as 45s or CDs! 
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BULK RATE 


Celebrating 20 Years: 
GameRoom 
Magazine 
Flashback: 1989 


his month kicks off the 20th year of GameRoom Magazine, and 
I thought what better way to celebrate than to take a look back 
each month at a select article from the early days of GameRoom. 

To kick things off, let's travel back to the very first issue of 
GameRoom, published in January of 1989 by Dave Cooper. The 
issue, which retailed for $2.50, was 32 pages long (of which half was 
advertising and want ads). This issue saw the first installment of the 
“Restoring the Seeburg C Jukebox” column—these articles would 
later be collected into a complete repair book. Also included in the 
issue were several show reports and Dave Cooper's own “Shop Talk” 
column, shown below. 

Stay tuned: each month this year I'll present a selection from a 
different issue, as we celebrate the countdown to 20 continuous years 
of celebrating che home game room! 


Kevin Steele, Publisher and Editor 
GameRoom Magazine 
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strips about 1/4 inch wide and 
dip them into Isopropyl Al- 
cohol. Place a strip between 
contacts-pinch the contacts 
closed and pull the strip out. 
You'll find that this procedure 
will get the job done but a bur- 
nishing tool will work better. 
In some cases you may find 
that the contacts are pitted duc to 
arcing as the contacts open and 
close. These contacts may need 
some extra filing to reshape 
them. This may require the use 
of a contact file which has a 
re abrasive surface. If you 
e doubt DON'T FILE them 


morc. May’ 
rder of frics if 
» think smal 

jollar will buy is 
ndiest tools the 
inball machine or 
have! If you have 


jukebox ca 
any equipment that has open 
relays or switches, the burnish 


es ed I recently bought a pinball 


ns. This 
at most 


me of our advertisers. 


s like an extra-finc 

d for cleaning the con- 

tacis on switches and relays 

The tool i 

ut through the crud that builds 
s but iti 


| ing one over the o 
one that is zcro-residi 


asive enough to 
about anything th 


along. Some tuner 
leave a film that dirt wi 


rg à andeausethe contacts gum up | pinch the contacts closed with equipat t 
| Te sits again your finger or a small 
| sumta nd ie The golden rule of using any | screwdriver, Easy docs it. Don't 
| L have bought a jukebox or pin- | bend the switch blades. With the 
ball machine (not working) and contacts pinched down on the 
d burnishing tool move the tool 


get il in top working condition | Cle" 
| faithful burnishing tool and | andu 
| some contact cleaner. Proper 


cleaning of the switches and | 
so important that most. 
jans will do the contact 


contacts. 


have no reason for recomn 


safe for plastics, so I ca 


at ed 
clean 
ll stick 


Now to clean some 


| thecle 


spray the contacts with 
cr. This is done to blast 
some of the crud out of the way 
before we burnish. When you 
spray, try to keep the spray from. 
splashing onto other nearby 


pht shield surround. 
z circuitry with a piece of 
or a rag, but don’t just 
st the dirt from one relay to 


Next Place the burnishing 
tool between the coni 


orth a couple of times 
ove it. You will 


pr 
the bumishing tool when it is 
removed from the contacis and 


the contacts look clean. Clean 
the burnishing tool thoroughly 
and go on to the next set of 
tacts. Ifyou fail to clean the bur- 
nishing tool, you will just carry 
the dirt from one set of contacts 
to another and may actually do 


long or use too much press 
You arc only trying to remove 
the crud and polish the contact 

not file the me 
are easily damaged so be care- 
ful. If you have never cleaned 


machine for $10.00-not work- 
of course. After about wo 


practice 
junker first. In soi 


hours of careful cleaning it 
works great, 

Contact cleaning won’t solve 
all of your problems but it is im. 


equipment, 
gold plated 
burnished. Look be 
burnish. 


ing procedure 
any gameroom 


What? You say you don't 
have a burnishing tool? No con- 


ing) to 
shoot 

tips 

the gameroom such a 
machines and more. 

your knowledge and we'll all 
have more fun in the 
gameroom 


Figure 3 Is that power switch off? We'll soon find out. 
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This month we have a unique and wonder- 
ful game room submission: Rick and Linda 
Lou Hart have taken their love of country 
and their love of gaming and combined them 
into a great venture, the Slippery Step NCO 
Club. Congrats on a great GameRoom of the 
month, and for helping our troops! 


I | ere's my game room story. I didn't get 


enough productive play time as a kid. 
My wife and I both grew up in an orphan- 
age so we missed out on things. I enlisted in 
the Marine Corps and my wife enlisted in 
the Navy. I did one tour in the Vietnam War 
starting in 1968 while my wife worked as a 
nurse. I was into my 30's when the "video 
game” craze hit in the 805. At the time, I was 
stationed at McChord AFB, WA working as 
a T-33 aircraft scheduler. They were used as 
targets for F106 Delta Darts. 

I started out as a young Marine and retired 
from the Air Force as a Master Sergeant in 
1990. After a long work day, I looked for- 
ward visiting the base Non-Commissioned 
Officers (N.C.O.) Club. Most permanent 
military bases had a service club of some 
kind that shared many things in common 
with the game rooms of today. I'd have a 
cold one, play some tunes on the jukebox 
and relax with friends. 


— 


I really missed going to the N.C.O. club 
after retirement. I don’t think I ever adjusted 
to civilian life even though I retired again 
after working 16 years as a production sched- 
uler at a chemical plant. As the years went by 
it became awkward to socialize because the 
crowd got younger and the music was not 
to my taste. What happened to the good ole 
soul music from the 60’s, and the dance tunes 
of the 70's and 80's? Answer: They can be 
found at the “Slippery Step N.C.O. Club" in a 
Rowe cd100-h jukebox. My basement. 

When the Iraq war began, in 2003, I 


turned our "GameRoom of the Month 
(GameRoom Magazine, December 2002) 


into a support system for our soldiers fight- 
ing in the War on Terror. Yes, I’m almost 
back to the N.C.O. Club I once knew only 
with the present and future in mind. I’m 
back on active duty. We try to send boxes 
out every week to soldiers we sponsor. We've 
had individual soldiers, platoons and even a 
Marine company. All were part of Operation 
Iraqi Freedom or Enduring Freedom. We 
think our game room plays a small part in 
some way to support our men and women in 
uniform. We decided not to depend on any 
organizations so we could stay out of high 
voltage subjects. 
Instead, my wife and I have fund-raisers in 
our game room to raise money for postage 


and whatever we pack into the boxes. One of 


£ ys We use our game room to raise the 


money is that all game machines are set on 
coin play. I've found that people respect your 
machines more if they pay to play. 


We have a buffet-style line set up for food 
that includes a Gold Medal hot dog roller 
grill, popcorn machine and a nacho cheese 
machine. We also use two heat and serve pots 
for chili, sloppy joes, or just about anything 
that comes out of a can to be heated. My 

wife makes brownies that go into two cake 
isplays. It’s all good. We sell tickets for 


drawings for items anyone could use like first 
aid kits, emergency flashlights, MRE’s (meals 
ready to eat) and some off-the-wall things. 

We've been very lucky. Using our home for 


fund-raisers can be a stressful event. We make 


sure to hand-pick our guests or we could eas- Py y í : [T : 
ily have a 911 situation. If we wanted anyone, A à >W ud a i 
we'd place signs around town that said, “Live : : <a 1 iL 


Band, Free Beer”. We take responsibility for 
getting everyone home safe. There are plenty 


of other things in life our guests could be 
doing, but we're happy they chose us. We've 
built a base of people over a period of years 
by doing whatever it takes to keep bringing 
them back for future fund-raisers. 

Our walk-out basement can only hold 
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about 25 or so people at a time. We accom- 
modate more people by extending the fund 
raising hours from 12 PM to midnight, 
which allows most people to make time in 
their schedule. We have outdoor games, like 
toss the corn bag and heavy hula hoops. 
There are also some unusual things that 
2” We 
have mannequins which I call “the girls” and 


could make you wonder “what the. 


hundreds of 45 record picture sleeves at- 
tached to our basement ceiling rafters. These 
came from the vinyl jukebox record supply 

I had for old jukeboxes. We also have a col- 
lection of lunch boxes on display. Our guests 
stop by to eat, drink, play games, choose 
music from the jukebox and remember and 
make some good memories. Where else can 


you do this and help support some of the 


best people in the world? 

After the fun is over it’s time to do damage 
control, like clean-up and repairs. All of our 
pinball machines are early 90s WPC Wil- 
liams games. This helps for parts and trouble- 
shooting problems. So far, tune-ups and 
repairs have cost us nothing. It’s our friends’ 
way of saying thank you to the troops and 
what we do. They also attend our fundraisers 
to help in anyway possible. The people who 
support our fundraisers and repair the games 


hold a special place in my heart because 


they directly help our soldiers with funding 
and tuning the pins for play. To me, this is 


what it’s all about. We can’t do enough for 

our armed forces, especially when you think 

about what we expect them to do for us. 
Sometimes, a soldier will send us an 


American flag that flew over their post in 


Iraq. We display them on a special wall to 
remember them and what they fought for. 
One of the most rewarding experiences is to 


see some of the people we've helped. We've 


had soldiers come here to visit and some 


who've come to help with our fundraisers. 


Some spend the night and move on during 
their military leave. 

The theme for our next FUNraiser is 
"Report to Active Duty — Play the Music Play 
the Game" to help support our soldiers at the 
Slippery Step N.C.O. Club. We are proud to 
be a part of the Cincinnati military support 


group. We help veterans and their families 
cope with the hardships of military life. 


f you'd like to help or have some sugges- 


tions please e-mail rhart99@cinci. 


om 
Proud to serve, 


MSgt Rick Hart, USAF, Ret. 
USMC, Vietnam 1968 - 1969 
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Want to see your game room 
published in GameRoom Magazine! 


Submit your photos and game room 
story today! 
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Subject Name: 
Dr. Gary Hecht 


Occupation: 
Chiropractor 
lst Game Owned: 
Data East 
Simpsons 


M; illness started sometime in early 
2002. My brother, Michael, got this 
really cool thing for his basement. It had 
flashing lights, a metal ball and the cool- 

est picture of Captain Kirk I had ever seen. 
Being a closet trekkie my whole life, I was 
infatuated with what I now know to be a 
1978 Bally Star Trek machine. I couldn't 
shake how cool it would be to have a pinball 


machine in my house, too. 


Asa Chiropractor, I get to interact with 


all sorts of inte: 


sting and unique people. I 
remember hearing that a client of mine, Scott 
Seidel, had been featured in a GameRoom 
magazine as he owned more than 15 ma- 
chines, and his wife Diane was on the cover. 
So the next time I saw him, I asked about 
getting a machine. 


He asked what kind I'd like? I replied that 
I've always liked the Simpsons. Out comes 
his cell phone to call some guy named Kevin 
in Clifton, NJ. Kevin was prepping for one of 
his Wayne Pinball Shows and just shopped 
out a Data East Simpsons. 


Scott told me that he and his son, Adam 
would go with me that Thursday to pickup 
the machine. I found the money and we 
went, I met Kevin (of classicpinball.com 
fame, who has become my hero, of sorts), 
and picked up the machine in their SUV. 
Scott and his son moved my new toy into the 
basement of my house and set it up. 

I asked what I could do to show my ap- 
preciation for their work. His words have 
haunted my wife ever since, “No thanks are 
necessary, I'm just happy to corrupt another 
guy with pinball" 

I was happy with one machine for the typi- 
cal time, about 3 months. Then I attended 
my first pinball show, in Allentown, PA. 
Machine number 2, Williams Pot O' Gold. 
"Then I discovered Craig's List and eBay. I 
was trolling Craig's List day and night. My 
best score was a Williams High Speed from 


a warehouse in Jersey City. The batteries had 


fallen out and they couldn't get it to start. 
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So they sold it for $100. Thirty seconds of 
programming and it was playing 100%! I was 
picking up 2-4 new machines per month. It 
was awesome. estate sales, garage sales, eBay... 
it was a frenzy. 

T actual ly amassed a collection of over 40 
machines in the course of just about three 


years. My basement was a workshop as well 


showplace for my shopping skills. My ac- 
count at the Pinball Resource was now a part 
of our monthly household budget. (I think I 
put one of Steve Young's kid’s though college 
by now!) 


Through all of this, my wife was a rock of 
stability and reality. She watched me go from 
a collector to a sick, sick man. She let me 
figure it out, and stuck by my side through- 
out the ride. Now I am over my illness, or 
is it in remission? I plan to bring a nice big 
box truck to Allentown in May and liquidate 
most of my collection.. I'll keep the 10 or 12 
machines in my basement as a fun reminder 
of my heyday. Who knows, Maybe with the 
money I get from the sale of all my machines, 
Vll start collecting something smaller, like 
Yeah, Right! 


Here's a list of machines I currently own: 


coins or stamps... 


(* means it will be in Allentown for sale) 
Addams Family, *Car Hop, *Cinema, 
"Cleopatra, Earthshaker, Evel Kneivel, *F-14 
Tomcat, *Freedom, *H igh Speed, *Home 
Run, Jolly Ride, *Chicago Coin Motorcycle 
(Stand up game), *Old Chicago, *Orbit, 
Paddle Ball (Original Williams 1970 video 
game), *Pot O'Gold, Pro Pool, SAMI (Stand 
up game) DE Simpsons, Simpsons' Pinball 
Party, Six Million Dollar Man, *Slick Chick, 
*Space Oddyssee, *Spacelab (Addaball), 
Spiderman, Star Trek, *Stardust, Strikes & 
Spares, "Swing Along, Ten Spot, Whirlwind, 
"Yukon, *Yukon Special. 


Here's a list of machines that I have owned 
at one time: 

Aces & Kings, Big Brave, Charlie’s Angels, 
Demolition Man, Dolly Parton, Eager 
Beaver, (3) £14 Tomcats, Fire, Fireball 
(home version), Flash, Freedom, Gay 905, 


Grand Prix, (2) High Speeds, Jack*bot, Judge 
Dredd, Krazy Bowl (Video Game), KISS, 
Mata Hari, Road Blasters (video Game), Set 
Up, Space Oddyssee, Star Wars, Star Pool, 
Supersonic, Toledo, World Fair, Wild Fyre, 
iverse, Yukon-Special, Star Trek, High 


Dr. Gary Hecht 
Livingston, NJ USA 
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3 GIANT COIN MACHINE CONSIGNMENT 


JUKEBOXES "W X. Y S BINGOS 
VIDEOS PA | É HET SW, oi fa | NI | «V e PINBALLS 


REDEMPTION /S\/{ Jl, ThA ARCADE 
POOLTABLES d AW W D B WU OO Yt CRANES 
POKERS — à 


z T FREE — mg ° MUCH MORE! 
800 — 1000 PIECES AT EVERY AUCTION! 


SAT.,January 26th, 2008 at 10:00 a.m. 
Dixie Classic Fairgrounds - Education Bldg 
421 W 21th Street @ Ph: (336) 727-2236 
* MOTEL RESERVATIONS — Ramada Inn, (336) 723-2911 
* Mention Auction Game Sales for best rate! — NC Lic. # 6043 


KINGSPORT,TENNESSEE 
SAT.,February 9th, 2008 at 10:00 a.m. 


MeadowView Convention/ Exhibition Center 
1901 Meadowiew Parkway @ Ph: (423) 578-6600 
* MOTEL RESERVATIONS — (423) 578-6600 ask for Reservations Desk 
* Mention Auction Game Sales for best rate! — TN Lic. # 1623 


SAT., March 8th, 2008 at 10:00 a.m. 
Dixie Classic Fairgrounds - Education Bldg 
421 W 27th Street @ Ph: (336) 727-2236 
* MOTEL RESERVATIONS — Ramada Inn, (336) 723-2911 
* Mention Auction Game Sales for best rate! — NC Lic. # 6043 


TERMS: Full payment day of auction-Cash, Cashier's Check or Company Check with current bank letter of guarantee (no exceptions). 
EQUIPMENT MAY BE CHECKED IN: Friday—Noon until 9pm or Saturday—8am until 10am. 

SALES TAX: Applicable state & local taxes must be collected unless you provide a current copy of your sales and use tax permit. 
CONSIGNMENTS LIMITED. PLEASE CALL TO CONFIRM CONSIGNMENTS. 


AUCTION GAME SALES 


Rick Parsons, Owner & 5 an:EE4 nGan 
TO BE ADDED TO OUR MAILING LIST, CALL TOLL FREE: 1 EI E 
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ww vw.auctiongamesales.com em. y FAX (931) 294-3181 
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The Arcade Flyer firchive 


remember the games. feel the nostalgia. N A 


GiassidarcadelkiyedontheMonthi Mis 


by Dan Hower 


Nintendo’ 
| Ph 


x 


yu 


v 
*WEASLU—. ESROAXZL—tHÉACEUMLU-—XI-EHB /. 
AEDICMABSKYF—-ALIBSM / 


A THRILLING battle! More EXCITING than ever! 
Stanley and his sprayer vs. Donkey Kong's coconut attack! 


Europe 


United States 


www.arcadeflyers.com 
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SAMEROOM 


The PC HD Edition 


by Digital leisure 
Price: $49.95 


www.digitalleisure.com 


“The evil commander Borf has kidnapped 
Ace’s Girlfriend, the beautiful Kimberly, and is 
plotting to enslave the Earth us 


ng his dreaded 


Infanto Ray, a weapon that changes everyone it 
blasts into helpless babies. 

‘Armed with only a laser gun, Ace must find 
and destroy the Infanto Ray, rescue Kimberly, 
and save the Earth. 

‘All in a days work for a superhero, right?” 
Thus begins the adventure of Space Ace, 
the 1984 laser-disc game from Cinematron- 
ics, the follow-up to their original laser-disc 

hit Dragons Lair. This time the story is 
space-age, with a new hero, new challenges, 


and a new damsel in distr 


Unfortunately, the formula isn't quite as 
good this time around: Kimberly has got 
to be one of the most annoying, ungrateful 


damsels to ever be rescued, and Ace's con- 


stant shifting between his "dashing" self and 


his "geeky" self gets a bit jarring after a while. 
"The gameplay is simple, and the replay 
value’s a bit slim (the entire game, once mas- 
tered, can be played in about 12 minutes), 
but it’s still a great nostalgia trip. You can 


even watch the entire saga, with or without 


) 


death scenes (the funniest bits of the game 
The presentation is wonderful: there are 
several different versions of the video on 
the disk, including anamorphic, 4:3, and 
widescreen HD, each with new 5.1 surround 


sound and each in a variety of quality levels 


to match your PC’s horsepower. The video 
transfer was done from the original film, and 
it shows: sharp, crisp colors, and the only 
"noise" I could see was the actual film grain! 
The disc is self-running, and requires no 
installation to your hard drive, although you 
can transfer the video to your hard drive for 


better performance. The only nits I have to 


pick with the softwa 


re is that it is not very 


"PC-friendly" —there's no uninstall, you 


can't specify an installation directory, and 
you cannot re-configure the game controls. 
S 
a true nostalgia “blast from the past,’ Space 
| 


ill these are minor—if you're looking for 


Ace deliv 
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Booths e Tables e Chairs e Stools e Moldings 
Metal Trim * Lighting Fixtures e Quilted Stainless Sheets 
Counter Accessories and much, much more - 
all Restaurant Quality - and all at Discount Prices !!! 


Send $3.00 today for your 
Gino's Malt Shop Collection Catalog to : 


Gino's Malt Shop 


301 E Main St. 
Carnegie, PA 15106 


(412) 429-7632 
From those good old days when Sex wae sage, 


Wot Rods were dangerous, and Fate mas a singer (1! 


To consider Price alone, without Quality, is to misunderstand the meaning of Value 


The Money Genie is out of the bottle: 


Your Cash is My Command! 


Older coin-operated equipment is bringing in more 
money than it ever has in the history of the coin-op 
industry! Isn't it time you cashed in? Super Auctions 
will buy it directly from you or act as your agent and 
sell it at auction for you without headache or hassle. All 
you have to do is call — we'll arrange pickup and 
transportation — GUARANTEED!* 


Why is your warehouse exploding with older non-revenue 
producing equipment in the first place? Most operators will 
have to think about that question. Some will say they've 
always done this and soon end up with warehouses busting at 
the seams. Others feared years ago buyers would buy their 
equipment, then turn around and steal their locations. But ask 
yourself: Is that money sitting idle in your warehouse while 
you wait for the best time to sell? Well, now is that time! 


We don't cherry-pick! 

We've met operators who avoid so-called “buyers.” Experience 
tells them these buyers are cherry-pickers, interested only in a 
few select pieces that have become classics. We don't cherry- 
pick. We buy your new, your old, your tired and your poor — 
we take it all, working and non-working: pinball machines, 
video games, pool tables, kiddie rides, jukeboxes and 
more. And with our efficient crews, your warehouse can be 
emptied and ready for more, usually in just one day! 


*minimum quantity required 


Can you make more selling through an online auction site? 
Not likely. Most buyers are after a mere handful of the classic-type games. Though 
you may have a few of these, chances are most of your stored equipment are filler- 
type games, the kind most buyers wouldn't touch. Super Auctions specializes in ALL 
used equipment. We've conducted amusement auctions in more than 17 states — 

we know how to re-market all types of coin operated equipment. We can dras- Y, 


tically improve your bottom line selling your equipment at auction or buy- 
ing it all from you right now! 


How much money have you lost today? The clock is tick- 
ing... 

How much cash do you lose everyday in rent, labor, utilities and insur- 
ance storing non-revenue producing equipment? Even if you own your 
own warehouse, aren't there more profitable uses for your building than 
storing dust collectors? 


Limited opportunity 
We're in a bull market, but how long will it last? The current state of the coin- 
op industry indicates more and more used equipment will flood the market 
very soon, driving prices way down. Don't wait ‘til it's too late! Sell or auction 
all your freeloading equipment today! 
Fax your inventory to (562) 592-3929 
Call us at (714) 535-7000 


Email us at 

auctions dslextreme.com 
All inquiries 

strictly confidential. 


zs. O 
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Web Store 


New Products Arriving Monthly! 


IN 1999, THE WORLD'S GREATEST PINBALL MANUFACTURER LAUNCHED 
ALAST: A EFFORT TO: cun Hi pest INDUSTRY... 


Pinball List 
& Price Guide 
2908 a IE aed eBingo 


Everything You Need To Create the Game Room of Your Dreams 


Auction 
latot 


Pinballaholics Anonymous 


Hello, my name is Scott, and I'm a pinballabolic. 

A few years ago, I bought a Data Fast Star Wars game, and like 
most new pinball owners, as soon as I got it, I did nothing but play 
and play and play. It became an obsession to get my initials on all of 
the high scores, and once I did that, a new addiction took over in try- 
ing to beat them. Every night, I'd set aside a few hours trying to learn 
every rule and earn every bonus. 

As time went on, writing jobs started to flow in and my daughters 
started getting involved in sports, so playing pinball became more of 
a rare treat than an everyday occurance. Problem solved, right? After 
all, the best way to cure an addiction is to take away the means of 
feeding it. 

That theory was proven correct about seven months ago when a 
vital piece of plastic broke on my game, rendering it unplayable. It sat 
in the corner of my basement gathering dust, and life went on... until 
two weeks ago. Pinball was always an important part of the holiday 
gatherings we hosted. I'm the only one in the family with a machine, 


and a lot of folks looked forward to coming over and trying their 


silverball skills. With Thanksgiving quickly approaching, I put in a 
call to Bay Area Amusements and within three days, the Star Wars 


game was resurrected! 


And that's when the problem began... again. The side-effect of not 
feeding an addiction to pinball is that it creates a pent-up demand. 


Once I flipped the switch, the lights and music engulfed me, and it 


was as if I had turned it on for the very first time. It took about five 
seconds to get caught in the game’s web, and as I write this, I have yet 
to escape. 

But this time is a little different. My girls are old enough to appreci- 
ate the game instead of looking at it as “Daddy’s big noise machine.” 
Even my wife—who originally didn’t want me to get the pin—has 
become interested in playing. Having pinball in the house again has 
become such a big deal that all of us gather around the game a few 
times a week for family tournaments (I won't bother to tell you who's 
the reigning champion... but his initials are S.V., and he writes for 


GameRoom). 


You know, maybe being a pinballaholic isn't such a bad thing after 
all. My enthusiasm has been infectious to the rest of the family, and 
with any luck, my daughters will be part of the next generation of 


pinball fans helping to keep the game alive. 


"That's one addiction I hope will never be cured. 


— Scott Voisin 


Coin-Op Auction Results 


(Compiled from eBay?) 


AWESOME SALES! 

Gottlieb Mermaid pinball machine $17,350 
Gottlieb Stage Coach pinball machine $6100 
Gottlieb El Dorado pinball machine $2652 
Exhibit Supply Tiger Tail Pull $37,000 

Rock-Ola 1937 World Series pitch n' bat $27,000 
Earthshaker! unwired pinball playfield $1565 
Mills Liberty Bell slot machine $8900 


PINBALL MACHINES 
Indiana Jones $5250 
Attack from Mars $4201 
Playboy (Stern) $2395 
Twilight Zone $3515 
Guns n Roses $2949 
MONOPOLY $2330 

Hook $1705 

F-14 Tomcat $1805 
South Park $1780 

Black Knight 2000 $1600 
Tommy $1895 

Star Wars Episode 1 $1880 
Fun House $1775 

KISS $1750 

Paragon $1325 

Black Hole $1200 

The X-Files $1395 

Aztec $475 

Dungeons and Dragons $451 
Devil's Dare 5385 


VIDEO GAMES 

Sega Strike Fighters $2700 
House of the Dead IIl $2500 

Big Buck Hunter 2 $1025 

Sega NASCAR driver (2-plyr) $1425 
Star Wars upright $1400 

Deer Hunting USA $860 

Tron $770 

Defender $750 

Asteroids $694 

Golden Tee 1997 $300 

Donkey Kong Junior $550 

Ms. Pac-Man cocktail $910 
Galaga $995 

Star Wars Trilogy upright $1800 
Ms. Pac-Man cabaret $561 
Cruisin’ USA $455 

Nintendo Playchoice-10 $760 
Pole Position cockpit $360 


JUKEBOXES 

Seeburg R $4800 

Seeburg JL $1200 

Rock-Ola 1448 $2125 
Rock-Ola 1428 $2412 
Rock-Ola Rocket III CD $738 
Wurlitzer 750 $9532 
Wurlitzer 1100 $4875 
Wurlitzer 1800 $1491 
Wurlitzer 2500 $1311 
Rowe CD100-I $2899 

Rowe Berkeley CD wall $1620 
Rowe CD100 G $1269 
Rowe R-90 $355 

AMi Continental $3000 
AMi Model B $550 


SLOT MACHINES 

Watling Rol-A-Top 5€ $3600 
Jennings Century 5€ $2710 
Jennings Little Duke 1€ $2480 
Mills Diamond Front 25¢ 51995 
Mills High Top 5¢ $2279 

Mills QT Chevron 10¢ $1592 
Mills QT Thunderbird 5¢ $1395 
Jennings Standard Chief 5¢ $1201 
Watling Blue Seal 5¢ $1199 
IGT Haywire $800 


PAPER & PARTS 

Aireon 18-pg. Product Sales book $150 

Elvira "Let's Play Pinball" promo plastic $102 
Data East The Simpsons Bart Topper butyrate $53 
KISS backglass $350 

F-14 Tomcat unwired playfield $311 

Pinball Flyer Reference Book 3-vol. $151 

Eight Ball Deluxe pinball flyer $34 

Whirlwind pinball translate $45 


COIN OPERATED 

Lucky Metal Coin Typer $839 

Chicago Coin Park lane puck bowler $521 
Chicago Coin Goalee Hockey $566 

ABT Challenger Tabletop Gun game $600 
Benchmark Ten Strike manikin bowler $2602 
Williams Crane (Load the Hopper) $1402 
Stern Black Beauty puck bowler $227 
Ride Sandy the Horse kiddie ride $1500 
Drill-0-Matic redemption $200 

Midway Flying Carpet rifle gallery $832 
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JÁNE 


OFFICIAL SCOREKEEPER FOR THE WORLD OF 
VIDEO GAME AND PINBALL 


Foe in Weirs Beach, New Hampshire, has become a gaming 
Mecca of sorts for those looking to set a new world video game 
record. While che main annual gathering is at the International 
Classic Game Tournament (held in the summer), there is also an 
informal “Fall Jamboree,” where a small group of devoted gam- 

ers gather to try and top each other's scores. Here are some of the 
higlights of the November, 2007 Jamboree, and some photographs oor z - [: 


of the main Funspot tournament from last summer! i RNI ONAL CLASSICIGAN. .;. TOURN, 
F SAD e A 


-Sunda S, 
Highlights from Funspot's Fall 2007 Jamboree : md : Nu 
California Speed (Lagulan Seca, mirror, race) - 1:49.85 by Nik Meeks : 
California Speed (Lagulan Seca, mirror, lap) - 1:49.85 by Nik Meeks (below) 
California Speed (Santa Cruz, normal) - 2:24.13 by Nik Meeks 
California Speed (Central Valley) - 2:09.33 by Nik Meeks 
California Speed (Los Angeles) - 1:57.38 by Nik Meeks 
California Speed (Santa Cruz, mirror) - 2:26.86 by Nik Meeks 
Canyon Bomber - 1,208 by Tom Votava 
Canyon Bomber - 1,399 by David Nelson 


Donkey Kong - 412,100 by Ben from Barcade (TG Username “CygnusX1”) { 2007 TOURNAMENT GAMES 


Indiana Jones (Hard path, 3 lives) - 1,874,150 by Darren Harris 


Indiana Jones (Hard path, 7 lives) - 2,130,320 by Darren Harris Age | 
: 4 Fireball Il Sugarman 
Hit the Bear - 4,220 by David Dmers baat Lode Runner Middle Earth 
: "Hand Eagle Quantum 
Depth Charge - 4,770 by Martin Bedard Gorgar TN P SOR 
Fire ! (pin) - 5,785,680 by Anna Cram Old Chkago Star Castle Cloak & Dagger 
S P Harlem Globetrotters Robby Roto Video Pinball 
Pinbot - 4,078,120 by Chris Donahue - Wish Puls rarer 
Gorf (5 min challenge) - 18,070 by David Nelson Y The End Food Fight 
" ? i Paperboy-easy st Destroyer 
Gorf (5 min challenge) - 19,660 by Donald Hayes i DUX Spes tnvaitere Saiyan Bosibu? 
Gorf (5 min challenge) - 13,160 by Jason Cram Duck Hunt 


ge) - 19,090 by Eric Ahlers Hogans Ay 
Gorf (5 min challenge) - 17,840 by Michael Sao Pedro 
Gori ) - 18,910 by Robert T Mruczek 
Gorf (5 min challenge) - 5,640 by Chris Donahue 
Super Breakout (Cavity) - 2,081 by Michael Sao Pedro 
Super Smash TV (team, 1 credit) - 13,576,030 with breakdown of... 
Martin Bedard - 6,126,35 
Robert T Mruczek - 7,449,680 
Wonderboy - 1,215,010 by Chris McClard 
High Speed (pin) - 7,641,840 by Michael Sao Pedro 
High Speed (pin) - 458,270 by Chris Donahue 
Super Breakout (progressive) - 1,336 by David Dmers 
Donkey Kong - 541,300 by Brian Kuh 
Destroyer - 3,475 by Shawn Cram 
Double Dragon - 95,490 by David Nelson 


( 
( 
Gorf (5 min challenge 
( 
( 


5 min challenge 


www.twingalaxies.com 
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Referee Walter Day talks to Ralph Baer, 


the inventor of the video game 


VIDEO GAME EVOLUTION 


Connect with other gamers at VGEvo.com! 
This online portal will quickly become your 
home for gaming news, links, media and 
social networking. Our multi-tiered memberships 
offer a range of advanced features including: 


Mention code GROS when / 
you register and geta & 
FREE six month Gold 
Membership upgrade! 


l 


Forums * Chatbox * Blogs * In-House Articles 
Photo Albums * Arcade * Podcast Network 
Classifieds * Feeds + Gaming Clans * and More! 


di Players, hobbyists, collectors, 


developers and experts welcome. 
VGEvo spans the evolution of video 
games from Pong to PS3 and beyond! 


«» Ld 
Www.vgevo.com 
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GameRoom MarketPlace 


G'AIMERGO GM 


100 Wortis 
For Just 


SUPER CHEAP ADS! $5 for 100 words! 
(*$1 for each additional 25 words) 

No charge for BOLDED words. 

Phone: (440) 372-0728 

Fax: (310) 893-6780 

GameRoom Magazine 

PO Box 33490 

North Royalton, OH 44133-0490 
Online: www.gameroommagazine.com 


Wanted to BUY : GENCO 2 PLAYER BASKETBALL 1954, MUTOSCOPE 
SILVER GLOVES 1948, MUTOSCOPE KO CHAMP 1955, NATIONAL 
NOVELTY KNOCK OUT (KO FIGHTERS) 1928, GENCO MOTORAMA 1957, 
GENCO SPACE AGE 1958, GENCO JET PILOT 1959, UNITED STAR / SUPER 
SLUGGER BASEBALL 1955, GENCO CHAMPION BASEBALL 1955, GENGO 
QUARTERBACK 1957, CHICAGO COIN 4 PLAYER DERBY (HORSE RACE 
GAME) 1952, WILLIAMS TEN STRIKE OR TEN PINS BOWLER 1957, 
CHESTER POLLARD PLAY FOOTBALL 1924-1926, WILLIAMS MINI 

GOLF 1964, CC MIDGET SKEE ALLEY 1949 (or other manikin skee 

ball games), EVANS SKI-BALL 1940, EVANS IN THE BARREL 1940, 
GOTTLIEB SKI-BALL-ETTE 1940, EVANS BAT-A-SCORE 1948, EVANS TEN 
STRIKE BOWLER 1939-1953, BALLY SPACE GUNNER 1958, MIDWAY 
RACEWAY PINBALL 1963, MIDWAY FLYING TURNS PINBALL 1964, 

KEENEY AIR RAIDER 1940, BALLY SPACE FLIGHT 1969, SEEBURG SHOOT 
THE BEAR 1947 (or other Ray 0 Lite games), any FORTUNE TELLERS, 
any BAGATELLE GAMES, BAKERS PACERS OR PACES RACES HORSE 
GAMBLING GAMES, any UPRIGHT SLOT MACHINES (CALILLE / MILLS). 
Working or restored preferred, but will consider any condition. Would 
also entertain offers for any other older arcade pieces of any type you 
may have available. Oddball stuff welcome too! Email: WORLDPC@ 
AOL.COM. Phone 570-357-0042. (127) 


ACTION PINBALL WAREHOUSE — 200-plus Pinballs in Stock! 
Pinballs, Jukeboxes, Darts, Foosball Tables, Neon Lights, and more. We 
buy, sell, trade, and rent. 8290 N.E. Main Street, Suite 3, Fridley, MN 
55432, (763) 784-7279 www.pinballwarehouse.com (49) 


Need Jukebox Parts? Contact Durfee Coin-op, The largest supplier 
of original jukebox parts. Parting out over 500 jukes from the 1930s 
thru the 805. Visit my site, Jukebox parts.com or email durfee@ 
jukeboxparts.com or call 978 544 3800 M Thurs 10-3 (EST). Fast service 
and shipping, all major credit cards accepted! 


WANTED: All Modern Arcade Games In Excellent Condition! 
Pinball Machines, Video Arcade Games and More from the 805, 90's & 
Today. Games must be in EXCELLENT CONDITION —Top Dollar Paid 
for MINT Condition or NEW-IN-BOX Games. WILL PICKUP GAMES 
ANYWHERE IN THE CONTINENTAL USA You will not have to lift a 
finger — We do all the work! Please contact David at BMI Gaming at 
877-FLA-PINS or 561-391-7269 from 1pm - 8pm Eastern Time. You 
can also visit our" Games Wanted" list, updated daily on our website at: 
www.bmigaming.com/shoplist.htm (Ir) 
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Power/Ads: 


YourBest 
Ad Value? 


WANTED: Cash paid for the following items: Old speakers made by 
Jensen, Capehart, Altec Lansing and Western Electric. High frequency 
horns and drivers. Any Old tube amplifiers and other sound equip- 
ment from movie theaters. Old radio and audio tubes. Old tube 

type hi-fi amps, pre-amps, speakers etc. Old microphones. Old radio 
station equipment (large turntables, record cutters etc) Anything 
made by Ampex such as reel to reels, mixers, recording amps and 
consoles. Old military radio equipment (receivers, transmitters etc) 
Also buying 35mm movie projectors and 16mm film. CALL: Tom 
Wilson 937-477-9855 (78) 


Have no more room, Need space: Coke icemaker $650, Holcome 
& Hoke late 1920 popcorn machine $3000., Wurlitzer 1100-53000., 
1200-52000., 1500A-$1200,, 2500-$1500., Wurlitzer CD 1015 one 
more time $4500., Rock-ola moderne speaker $1500. 361-853-7300, 
361-876-6868, 361-384-3353 (18) 


Need Jukebox Needles, Belts or Keys. .. Visit 
Needles4Jukeboxes.com Offering a complete selection of jukebox 
Needles, Cartridges, Drive Belts & Cabinet Keys. Easy to use online 
shopping, Reasonable Prices & $1.99 Worldwide Shipping, PayPal and 
Credit Cards are welcome. 


GAMES FOR SALE: We sell pinball, videos, and jukeboxes. We have 
The Addams Family, Indiana Jones, Corvette, Tales of the 
Arabian Nights, and No Fear, just to mention a few pins. Pac-Man, 
Galaga, Donkey Kong, 45 and CD jukes. Large selection of 
newer and vintage games, email us with your needs, Please visit our 
website: www.Pinballknights.com (38) 


For Sale: Jukeboxes: AMI D40 $850, NSM, Rowe D100 $700, 
CD100A $800, Seeburg 2x100-B $700/$1100, 100-G $1400, 2xL100 
$950/$1100, 220 $1100, BMS-1 $250, Q100 $750, 2xAY-160 
$700/$950, HSC #6000 $400, SPS-160 $450, STD-160 $500, 2xSMC1 
$500/$750. Wallboxes: NSM Consulette $150, Melody Lane Phonette 
$50, Rowe WRA $75, Seeburg 3W100 $100, SC-1 $75, DEC $85. 
Pinball: Daval Odd Ball $400 Video: Silk Worm $100, Bump N'Jump 
$100, Megatouch bar top $100, Misc: 15’ American Shuffle Alley 
$500, Jennings Lollypop Scale $400. Lot's more stuff for sale, visit 
Jukeboxparts.com to see it all. Durfee Coin-op the jukebox parts 
kingpin! 978 544 3800 M-Thurday 10-3 (EST) or email durfee@ 
jukeboxparts.com anytime! 


PLAY PINBALL IN CONNECTICUT! We have some of the best pinball 
machines to play or buy, including Star Wars, Sopranos, WWF Royal 
Rumble, Monster Bash, Cirqus Voltaire, No Good Gophers, Bram 
Stoker's Dracula, Pinball Magic, Lord of the Rings, Simpsons, Attack 
from Mars, and so much more, including arcade games! Wolcott Video 
Outlet, 1796 Meriden Road, located in Wolcott CT since 1985. Easy ac- 
cess off l-84. Don't forget—all of our pinballs play like home-use-only 
machines! Stop by and help keep the pinball dream alive! 

(203) 879-3083 (Ir) 


BACKGLASSES WANTED: Need backglass for 1970 United 
Six-Shooter shooting game (backglass has a stagecoach on it), 
and the wooden base for a 1080 Wurlitzer jukebox. Call Tom in 
Vancouver, BC at 604-576-8758 (28) 


For Sale: in S.F. Bay area Used Jukeboxes and Parts. Consisting 

of Rockola, Seeburg 455, Rowe 455 and CD, and NSM CD. Rowes 
mechanical and electronic parts for 605 through 805 models. 
Complete Rowe Jukeboxes from model R85 to R92 and Rockola 
Jukeboxes from the 605 and 705. Email to Rich Gas@comcast.net. 
Custom Jukebox and Sound. Inventory and prices at jukebox4u.com 


WANTED--Golf Pinball Machine Williams Mini Golf--Driving 
Range--Chicago Coin--Par Golf--Southland--Little Pro--Bromley--Little 
Pro--email packmanaf@aol.com or call 201-522-0155 (58) 


COON HUNT LEGS Gun Stand Leg Set $89.00--Cabinet Leg Set 
$129,00--One set of each $189.00--Quality Chromed Reproductions 
Buyer Pays Exact UPS Charge--No Packing Charge--email -packmanaf@ 
aol.com or call 201-522-0155 (128) 


Your Ad Could Be Right Here! Visit GameRoomMagazine.com or 
call (440) 372-0728 to submit your Power Ad. Just $5 for 100 words, 
one of the cheapest advertising options available anywhere! This ad is 
just 45 words long — imagine what you could say with 100! 


Aha! I smell a 
bargain! 


MarketPlace Rates: $18 per full-color 1/16 page (3.667 x 1.25 inch) section. 
Combine as few or as many sections as you need! 


Quantity Discounts Available. (440) 372-0728 or info@gameroommagazine.com 


-We,G.0.D., y Service 


Lis Da 


Always) BuyinG Coin-Op) Paper 


If you have any quantity of schematics, manuals, flyers, photos, or any 
other kind of paper documentation on coin-op devices and games... 


1 want to hear from youl 


Also: 20,000 Flyers and Schematics for Sale! 


Mike Pacak 


2993 Lynn Road, Canfield Ohio 44406 
(330) 549-2596 MGPacak@aol.com 


| c; 
Chrome Plating 


| Satisfaction Guaranteed — — 


Specialty Stands 


Custom Stands for Slot Machines and Cash Registers 


P. O. Box 95 
120 Oak Street 
Moro, IL 62067 


Mike & Debi Studebaker 
Owners 


Phone: 618-377-2309 
Fax: 618-377-2309 
Email: mike@specialtystands.com 


Web: www.specialtystands.com 


Your gameroom is not complete without... 


KARAOKE! 


@ Karaoke Starter Packs 

@ Karaoke Players & All-In-Ones 
@ Karaoke Music CDs & DVDs 

@ Microphones & Accessories 


www. bidvaluekaraoke.com 


Jver ZU 


Speedi& Sp 


ILLINOIS ANTIQUE SLOT MACHINE COMPANY 
Slot Machines Wanted 


(603) 985-2742 
Fax: 985-5151 
PO Box 542 
Westmont, IL 60559 


Buy & Sell 
Finder’s Fee Paid 


Any Condition 
Paying Cash 


COLLECTOR 
MAGAZINE 


2545 S.E. 60th Court ¢ Pleasant Hill, TA 50327-5049 


www.jukeboxmagazine.com 


Limited Addition Pinball Poster Art 


FunHouse pinball machine digital photo montage. Perfect for 
game or recreation room. Only 100 individually numbered 
prints made. Ask about other popular pins and juke posters 
to follow. 


$75 each plus $5.50 shipping. 


Please email wizardmodeGyahoo.com for free low rez 
version or to place order. 


Show off your latest project! Post notes, photos, and 
more of all your hobbies and projects at: 


projectsbyU.com 


Sections for arcade, pinball and jukebox projects 
Free to joint) 
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THE 


Last WORD 


ike many of you, I assume, I 

have fond memories of the 
arcade: the lights, the rows of 
games, the deafening cacoph- 
ony of sound, and the crush of 
people. Those days are sadly over, 


crushed out of ence by such 


gaming wonders as home console 
games and computers networked 
over the Internet. 

Those giant arcade and pinball 
machines of the past are very 


much like the ancient dinosaurs: 


S, 


they were big, lumbering bea 


leviathans of the gaming world. 


Unal ble to adapt toa changing 
gaming ecosphere, their time has 


mostl 


/ come and gone, ept 


where they've been carefully 


preserved, historical relics from a 


bygone era. 
Iman 


Now I've got to confe: 
avid gamer, and not just classic 
gaming— modern first person 
shooters are a favorite of mine, and I've also 
got to admit that I love all the modern 3D 


"eye candy" that today's systems can produce. 


"That said, there is a special place in my 
heart for arcade games, be they vintage coin- 
op curiosities, pinball machines, classic era 
video games, or the latest modern full-mo- 
tion simulator technopalooza. 

But why? Why, when modern computers 


and consoles can deliver intense, deep, in- 


volved, photo-realistic gaming, would I still 
care for these out-dated, monstrous, clunky 
gaming machines? 

One reason stuck out: they were big. Huge, 
How 
make an indelible impression on a young 


could they not 


imposing machines. 


teen? These towering gaming stations, with 
their bright lights, colorful cabinets, and 
state-of-the-art technology (for the time), 
were simply awe-inspiring sights. 

In the age before the Internet and the 
billions of bloggers, there was precious little 
access to gaming news: your first encounter 


with anew gaming technology was most 
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likely when you simply stumbled across it 


in the local arcade, and it shock 


ed you into 
astonishment with the amazing wonderful- 
ness of it all. 

"These gaming "first encounters" were 
like something right out of 2001: A Space 
Odyssey: we, a primitive gaming tribe, had 
just stumbled across a huge, mysterious new 
monolith, and, upon touching it, we were 
enlightened. 
The experience was always magical at first, 
and some games actually kept that magic 
even after the first encounter was over. Even 
for the disappointments, there was still the 


tement of the vi 


y first game, when you 
in your quarter, grabbed the controls, 
hoped you could quickly figure out what 
it was you were supposed to do. 


For a gamer, every visit to the arcade car- 


ried with it a certain "Christmas Morning" 
kind of anticipation: what new games would 
be there? What dazzling arcade wonders had 


been added to the lineup since the last time 


you had visited? 


The “buzz” of finding a new game was 


almost alw 


ysa communal one: usually the 
new game would be prominently placed in 


the front of the arcade, and there would be 


a huge cluster of excited 
ing the game. If you w 
tor would have installed 
on top of the game, so y 


glimpse what was going 


people surround- 
: lucky, the ope 


a second monitor 
ou could actually 


on without getting 


crushed. 


Just being in a crowd like that was exciting: 


you could almost feel the eager anticipation 
of the kids next to you, as everyone hoped 


for their chance to put in a quarter and try 


out this new marvel. While you waited, 
you simply soaked in the experience: the 
bright glowing colors and never-before heard 


sounds. 


Modern console and computer games are 
great, but they'll never make the same first 
impression as an arcade game: a DVD box or 
game cartridge just can’t compete with a six- 
foot high tower of lights—and, you know, 


I'm sort of glad about that. 


ReallyMant! 


Order 

now for 
immediate 

delivery! 


Call or Email “Joystick Jack~ Right\Now! 
Jack@PinballSales:com 
7... Toll Free (866) 323-5225 or (800) 473 


ra : 
Wheel of 
: Fortune 


nds 50 MD jallSales/to 
md of the Rings. -  Call'or Email Pii ball Jack" "Right 
| TE Poker Tour. | — JackaPinballSales.com 


The Sopranttt Toll Fre®(S66) 3235725 or (800) 4739223 


Made with love’ by: 


<EIROMAG- 


Our goallis' to preserve classic video game magazines so that 
they are not lost permanently: 


People interested in helping outinany capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


